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UnderwuHde mapped ovt, 
Knight Lore reviewed - 
sensational Games 
of the month 

COMMODORE 64 

Mops of Quo Vadh and 
AndpHai phs hot tips on 

Arabian Nighis 
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Great platform game listing 
plus the hwdown on the Elite 




|strlngf4 ll ' 3V i fHSwke 
is a formeHvletnar 



man in the free world 
Itrain&d to fly the billion ti< 
helicopter AtRWOLF itou ire | 
Strinqfellow mwk" 



2tltn century Fox'ssuper-stuntrnah colt 



movie. 

nilbjakftf H39 

]/ 
its the 4th of July and Bo and LuKe Duke are planning their 

noisy, annual party but Boss Hogg krrows about the DuUe 

boys felans and baa sent Jfoscr 
stop to their revelry, i 



An arcade adventure worthy of comparison with Jet SetjWilf 
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N A L COMPUTER GAMES 
JANUARY 1985 



SPECTRUM 



53 knight lAtre Ihe fantastic 3Dadvenlure from Ultimale. 
1 34 I'C'fJ's map of Ihe massive Viiderwurltle* wilh Knight Lore out joint Game ill Ihe Monih 
1 05 Production Ijne-, a great piriform game for you to type in. 



COMMODORE 64 

54 Ghosibustersatid RrfTOnferhetid <he slack of hoi reviews. 

I 30 II lu s Waled playing lips for Tales of the Arab/an Nights, Aitcipitat, Potty Pigeoti t The 
Guardian. 

1 30 A remarkable map of I he entire i 000' screen playing area of Quo Vadit 



BBC/ELECTRON 

1 39 I'laymg tips on The hiite. Acorn sofl's incredible space blockbuster. 
'8 type in this remarkable BBC listing and get that Monster Mania. 



ORIC/AMSTRAD/MSX 

5 1 Our fad- packed: reviews of the latest greatest lilies start!) here. 



GHOSTBUSTERS 

43 Wirt 25 games of yaur choice plus great Ghvfibuslergnoti'ws in our magic compelitii 



GAME OF THE YEAR 

36 The Hits and ihe Pits of 1 984 - a sizzling PCG special. 



1985 DIARY 

41 You wan I to know what ihe New Vear holdsTThese are uur entirely WrffNU predictions, 



WIN AM ARCADE MACHINE 

44 You could pickup a genuine Defender arcade machine In this grealTukttt competition. 




NOTICE 

BOARD 1 7 

Our letter to you, detail* ■ ■ I j ^rtji 

competition , the lou town on ihe 
full tiny, and <mr guide to 
computer .iriJtg jtingon, 

ouiz ia 

I'he litest nrwi in the game worfd : 
t'llimatr's "frl release, Horace's 
gossip, and the mosl informally 
charts in lawn. 



BYTE-BACK 25 

Your Sellers w us - intludini; .i 
staek from Ihe fairer sex In re 
sponie to our appeal. 

COMPETITION 43 

They gp[ juicier every muiilh - (his 
limr you could pkk up 25 prog- 
rams of your choice, or a genuine 
i Wen Jet arid ill? m ith inx 





SCREEN TEST 51 

it n i ain's most authoritative jiamei 
rfinwi. Comments from l«e ft ( i 
pund, Kfeeo shots, tk'tjili'd mi 
ings. rt'ti hits, and t#J«p!5 TWO 
Gtnttlal ihu Vliiolh. 

PROGRAM 
LIBRARY 98 

This lW>r«h ue print two great 
platform game listing* for the 

Spetlrum and B8C 

ADVENTURE* 
WORLD 111 

Five pages for adventure lovers 
Iron the While Wizard. Ne»v 
reviews, tips and helpline. 

CHALLENGE 
CHAMBER 121 

The ruom in whi<h ihe Chamber 

Muster tesla your high scores- This 
nxinth two mega-uppers fnjhl for 
vuprcmncy a\ Bench-head. 











TRICKS 'N 
TACTICS 1 29 

Superb phiyinp, lips from us and 
trum you. Plus mips of Ancipital. 
Quo VaoVjaiid Lndentiurtde. 

PINAL 

CONFLICT 146 

The results of move seven in our 

nail-biting, nationwide v* ar flame. 

ARCADE 

ANCLE 152 

Review of 1 Robot, Cirvutf Char- 
lie. SUf torre. Return of Ac frdi 
plus eitpen lip* on Defender. 



GOOD BUY 155 

I he I111 i.iF jijirriei whkh have ihe 
full PCti seal of npproval l ixted 
lijr jll ihe most popultrmiLTOS 




CBS C0MPU1 

n mm m 

LOOK Ml 



DU&i, you'i stii need to be tourer, if you're, quck, you'i stii need to be qute If you're 

smart, you'i stii need to be smarter 

CorrputBr Software is hens with EFfX-a rang? of odon-stiutEgy pno^oms from the 
U.S. that w§ moke whatever you've pbyed bepre bok kepst a game.. 








PIT STOP 

Tne ihnfe and spits cf :f» 

race likk whin a spft 

secsrtd can mean wtr? & 

Jose end tine ptaj/e' cart/DC 

car end p': crew. 



IMPOSSIBLE MISSION 

■nceODfe gfOOhCJ- SOLiTd 

QTd speech Aspestsaior 

mjCijre of Cuz^ife 50i''/jng. 

coventor OV3 OTOCe 



BffEAKDANCI 

ofLhe ro» !rsa;'s svveepng 

the wtion iflx^c stop oc.Tg 

&•. so y^w TV sc^ f - 



SILICON WARRIOR 

CctTt&ttl.an ii ;he -.wsnrc 1 of 

comftjtB'' fyqgwis where 

averse 1 d£<rw>sfon ts the pas. 



rEMPLIOFArtHAI 

^ cassc rijftj^ of poetess 

[.'WSU'eS, rungy TMTStBfS 

enrf Wnflf deeds 
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£R SOFTWARE 
RYTHING ELSE 

PLAIN son 





EPfX come on disk or cassette and, pr the first time in the UK,, both systems are available in 
one-s^ packaging, cobur coded pr hardware corrpatjahky. 

EFYK from CBS Computer Software, They're goal. Ray them and find out the hard waypst 
hew good. Look out pr the first egftt adventures new. 

CBS 

ELECTRONICS 

SOFTWARE 

FOR COMMODORE 64 

.Mailable from a' good software outlfj. Auhgnsed teaie^ order frDT: 
The Scifiwan Sales Serves. >' Q-fc3& 6433M CSS Cofnputer Software. 
Ashbroo* House, 3-5 Rathfcone Pface, Lor^dem Wl. 
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JUMPMAN 

an ,ma?dote JO amfe 
games jrf rnfed ims one. 



DAAGONRJDEflS OF Pf HN 

cosed on 9 sens o.f be£- 

tl'EOtVjtaTg^'.-::' 

' Wflt SOTKgy Snd 



LUNA* OUTPOST 

30 cartel an the surj&s 

■afrte moon wtfi the future 

of ftonet garth <s state 



^krning: these gar 
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Ties show no mercy 



Acomsoft have now unleashed eight more mer- 
ciless games onto unsuspecting BBC micro owners. 

Hanging from 'Gateway to Karos* where pulling 
a fool wrong could mean instant death. r lo tht relentless 
antics of Drogna which could have you dying with 
laughter. 

Gai!^y_tgJ£aros. 

An adventure game in which you'll need all 
your patience and ingenuity just to stay alive. Your 
objective is to find the 'lalisman of Khoronz but, 
whichever path you choose, you'll be beset by treachery. 
Serpents lie in wait and magical phenomenona are in 
abundance. Should you find the Talisman, you've still 
to find your way back 

Lab yrinth 
A superb real-time game with fast 3D graphics. 
As you guide Mork through the Labyrinth, hell have 
to eat fruit to keep going, Crush the Tiger- Moths, 
shoot Ihe Fiitterbugs, dodge the Threshers and find 
the Magic Crystals which lead to new and more 
challenging levels of the Labyrinth. 

Tetra pod. 

YouVe in an arena littered with dormant. lizards, 
killer bees and other hostile creatures with whom 
you 11 have to do battle to survive. But beware of your 
own laser bullets, as thev bounce off the arena walls. 

Drogna. 
A game fortwo people - preferably with devious 
minds. There a re two va ul ts co n Ui i n i n g d iam o nd s a nd 
your job is to colled and transfer them to your home 
base. U bile your oppon eni is out collect i rig vou could 
sneak in and steal his loot . . . hut keep an eye out for 
him doing the same to you. 

Craay Trac er. 
An arcade style game where you're in charge of 
a paint roller. Guide your roller around a maze of 
rectangles while evading monsters who are committed 
to destroying it Gain extra rollers and bonus points 
by painting different objects. But you'll have to avoid 
running out of paint. 

Volcano. 
Mount Crona has erupted after 150 years of 
silence, And your mission as an Emergency Rescue 
Helicopter Pilot is to save sightseers stranded on the 
slopes. Time is of the 4. essence as the lava approaches 
the sightseers. But you'l] have to lake time to evade - 
or shoot - 1 he bo aiders bei ng hu rl ed from the volcano. 



Carousel. 
A re-erea lion o f the f ai rgro u n d s hooti ng gallery 
- with a difference. Shoot down all the ducks, owls 
and rabbits before you run out of ammunition. 
Watch out for the low-flying ducks. 1 i' vou fail to shoot 
these, they'll steal vour bullets and reduce your 
chances of success. 

Meteor Mission. 
On an alien planet are six stranded astronauts. 
Launch your capsule from theMothership and by 
avoiding - or shooting - meteors and alien craft pick 
up the astronauts one at a time and return them to 
the Mothership. 

Ail games - with the exception of Gateway to 
Karos which is currently only available on eassette - 
can be bought direct in either cassette or disc form. 
You will I uid all these programs at vour local Acorn 
stockist To find out where thev are. or to order by 
credit card, simply ring 0933 79300 during office 
hours. 

Alternatively, you can order the games by 
sending off the cou pon below to : Acomsoft c/o Vector 
Marketing. Lond on R oad , vvelli ng boro u g h . \ rlh ants 
NN8 2RL Please allow 28 days for deliver). 



To: Acomsoft, c/o Vector Marketing, London Road. 
Urllir.jL'barough. Northants 1VN8 2RL 
Please send me thr following Software pimes: 



PROGRAM 
Catewa >■ to kariis 




*j\ \\nr\ 


Q1SC/CASSETTE 


Kingdom of Hiiirsil 






'Ir'lriiiji.nl 






1 htkglU 






Crasv Tracer 






Vidraim 






i 'aruust'i 








W'U ,n Wi .-;.,|i 








TOTA3 







Price Cassette: £9-95; Disc: £l 1 .31 1 

I enclose PO/ Cheque payable to Acomsoft Lid. Or charge m\ 
credit charge. 

Card Nnmhcr: 

I ■!■ 1 1 ■ ■ I a) "M rd/ Ace i.-ph ( I delete) 

Namp_ . 



Vddress 



Postcode 



Signature 



Registered \.». 1524763 



EQJ 



VAT N* 215 8133 85 
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REWRITE THE HIGH 



SCORE TABLES 



With the Gunshot you'll have all your enemies cowering in corners. 8-directional action and an all-in- 
one moulded stem allows accurate annihilation and strength to survive those all-night 
sessions. Dual fire buttons for fading fingers (and a rapid fire version when 
they re really coming thick and fast). And, if you break it (and we knowyou'H 
try) our 12 month guarantee will prove invaluable. The Gunshot plugs directly 
in to practically all popular home computers (ask about Vulcan interfaces 
for the BBC, Spectrum, Electron, C 16, Plus 4). Only £8,95. ,^_^^^^ 
See the range of Vulcan joysticks and interfaces X ^^V^ 

at your local stockist... W/| 1™ A riXV 

we'll see you on the T ULL^I V^ 
high score tables ELECTRDnjCS LTD 




200 BKNT STtEET WENDON N W4 I BH TEU 1 203 « 3 G6 



Joystick qea/HS 



Prises to be won valued up to 



) 



% 




Britain's number one best selling CBM 64 game (Gallup) has now got an even 

bigger prtee to be won. If the winning entry is received in 
The Edge offices after the 100,000th copy of the game has been sold, then the 
winner will receive not only the Quo Vadis Sceptre (estimated value £10,000), 

but also £30,000 in cash! 

Also for the CBM 64 from The Edge: 




". . . what a splendid entry into the market . . ." 
. . most impressive . . . animation . . . almost cinema cartoon quality" 

"With more games of this quality, 
The Edge are going to be a force to reckon with." 

Rating 9/10, Personal Computer News, 3 November 1984 




31 Maiden Lane, Covent Garden, London WC2E 8LH Tel: 01 240 1422/7077 Tlx: 092379 SOFTER G 

This Rdj-P is a division of Stiftek lnterndtion.il UA 

Available from good computer stores everywhere 
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FAST LOADERS 



COMMODORE 64 



TAPE TO DISK 



r 



r R.B.S. 



A NEW GENERATION conversion utility, developed from 
the acclaimed Hypersave-64, R.B.S. converts virtually ah 
your long loading cassette programs to TURBO-LOAD, 
faster than Itie CBM disk drive. Mult -part and autorun 
programs are handled with ease. Converted programs load 
independently No additional hardware, no pokes, no SYS 
calls, no user knowledge required. Load "The Hobtoif in 
120 seconds. Tornado. Lightning load, Fastback now 
obsolete. R.B.5. will convert more programs than any 
competing utility. Cassette £7.50p. 



V 



r 



HYPERSAVE-64 



"\ 



Retaining the flexibility which the programmer demands. 
Hypersave leaves you in control. 8 additional Basic 
commands. Save, load, verify up to 4&K continuous Ram at 
HYPERSPEED with full error checking. Converted pro- 
grams reload independently, Autorun facility. Hypersave 
also allows a small number of fast loading programs to be 
converted to Hyperioad. Reviewed in Your 64 issue 2. 
Cassette £7,50p. 



C 



DISKUS I 



Introducing the new market leader. This is the simplest to 
use and most efficient tape to disk tansfer utility yel 
devised. No program rewriting is required and transferred 
programs will automatically run when loaded. 

* For single, multi, and autorun programs 

* Automatic filename handling 

* Efficient use of Disk space 

* No user knowledge required 

Diskus 1 will handle several program types which other 
utilities ignore, including headerf ess files. A bonus program 
is included which will transfer a number of fast loading 
programs to disk. Cassette £9.99p. 



r 



PRO-SPRITE 



Library, Editor, Animator for single and multicolour sprites. 
Joystick control. Packed with features. Menu driven. 100% 
machine code. Complete with your first sprite library. 
Cassete £7.50p. 



FREE WITH EVERT ORDER: 
SECRETS! k GUI DE TO CASSETTE I/O CONTAINING 
PREVIOUS! Y UNPUBLISHED SECRET 
INFORMATION. FAST DESPATCH GUARANTEED. 

CHEQUEf.O, OflSAETO: 



DOSOFT 

2 Oakmoor Avenue 
Blackpool FY2 OEE 



DISKUS I IS £9.99 SPECIAL BtSCQWT. 

ANY TWO OF THE REMAINDER JUST E9.99P. 

All THREE ONLY E15.0UP. 

All PROGRAMS SUPPLIED WTTU FULL 

INSTRUCTIONS AID MAY DE TRANSFERRED TO 

■NHL 
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The SWAG-mans an the job to burgle 
the millionaire 1 * mansion. It*s full of 
beautiful, valuable SWAG ready for 
nicking! Unfortunately, he's gate- 
crashed a fancy dress porty aid the 
guests are in pursuit. 
Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG and find the 
WAV OUT! ^ 
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MICROMANIA, 14 LOWER HILL ROAD, EPSOM, SURREY. P & P DEALERS PHONE: 03727 20152 



See the pack- see the screen- see the game. 
See the difference the moment you pick up one 
of the games from Firebird's new Silver Range. 

The difference is that our packs show the high 
quality you'll see on the screen when you play, 
o you know exactly what you're buying. 



Here's a sneak look at three of the NEW games : 




RUN BABY RUN 

RUN BABY RUN is a demanding cop 
chase around five derelict locations 
You, the getaway driver must dispose 
of six pursuing police cars and elude 
the seventh cars fire power to make 
good your escape. It's not as easy as 
it sounds... 



BOOTY 



Well shiver me timbers and splice the 
ma in brace and pass the grog, me 
hearties. Here be the greatest pirate 
adventure of them all aboard that 
scourge of the Seven Seas -the dreaded 
Black Galleon. Feast yer eyes on the 
BOOTY- ful treasure stored in 20 holds. 
There be pirates, parrots and fun galore, 
if you don't like it, matey, we'll hang you 
by the highest yard-arm!!! 



CRAZY CAVERNS 

Ten Crazy Caverns, ten hungry mouths 
to feed. Line up the Crunchy Cubes 
and cannon them into the Craving 
Craw Watch out for the Crazy Crashers 
coming to convert your iittle Cubey 
Crammer info a Crushed Crisp, It's a 
cracker! 



Look out for these games in the FIREBIRD silver range at selected high street stores. 

SPECTRUM: THE WILD BUNCH ■ BOOTY . MR FREEZE TERRA FORCE ■ VIKING RAIDERS MENACE • EXODUS • RUN BABY RUN CRAZY CAVERNS ■ BYTE BITTEN. 

COMMODORE 64: BOOTY ■ MR. FREEZE EXODUS ■ HEADACHE ZULU ■ GOGO THE GHOST 

VIC 20; SNAKE BITE ■ MICKEY THE BR1CKY 

BBC MICRO B: BIRO STRIKE ■ GOLD DIGGER ACID DROPS ■ DUCK 1 ■ ESTRA ■ THE HACKER. 



The same high standard applies to all twenty 
games in the range and all are available at the 
remarkably low price of 



£2.50 







SOFTWARE 



© 



The new range from British Telecom . Vi/ You'd better believe it!!! 

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL TEL: 01-379 6755/5626 

Firebird and the Firebird logo are trademarks of British Telecommunications pic. 
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A 3-DIMENSIONAL PERSPECTIVE FLIGHT-COMBAT GAME 
WITH THE ADDED DIMENSION OF SPEECH 

Flyer Fox, a one-player, 3D simulation, is part of Tymac's Game Gems series. Fast arcade action combined 
with dazzling, high resolution graphics and software generated speech puts you right in the game with an 
impact you never thought possible! 
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Tymoc Talkies —No Extra Hardware! 

Sitting in the cockpit of your sleek jetfighter, you escort a commercial jumbojet through the once-safe 
international skies. Suddenly your scope lights up and the reason for your presence streaks by. A Mig 
fighter has ruthlessly opened fire on the helpless airliner. It breaks off and you give chase. You track him on 
your scope. You veer left. You fire. You veer right. The ground zooms past. He tries to evade, but you 
doggedly follow, knowing that you must not allow him to complete his mission of destruction. Suddenly 
you receive a mayday from the airliner - another Mig is attacking. Afterburners, blazing, you streak back 
to the rescue, in defence of freedom of the skies! 



AVAILABLE FROM: BOOTS, WEBSTERS, MICRO DEALER, MICRO DEAL, 
AND OTHER LEADING DISTRIBUTORS AND ALL GOOD SOFTWARE DEALERS. 

WATCH FOR FORTHCOMING RELEASES 

INCLUDING 



GANDALF 



THE 
SORCERER 



5 PE C r Rl JW VE RSI QNS AVA II AB1 1 SOON 
TRADE DISTRIBUTOR ENQUIRIES INVITED! 

TVMAC (UKJ LTD 43^18 NEW STREET BIRMINGHAM 021^433899 



YOU MARVE LLED AT BEACH-HEAD... 
NOW ACCESS PRESENT THEIR LATEST MASTERPIECE : 
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STATUS 
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The most breathtaking 

raphicsyetseenon 
ommodore64! 

Gripping arcade action 

jjjl Multiple scrolling 
*il screens 



JELOtl [¥ X 

y 
UEk- ro t!lpft 



launch a nuclear 
strike against major 
cities in the United 
States and Canada. 
With our own 

lear arsenal 
dismantled, in 
accordance with the 
Salt IV Arms 
Agreement, the 

Soviets believe their treachery will lead to 
total world domination. Our only hope is our 
space station equipped with stealth 
bombers, which can fly undetected in Soviet 
airspace. 

As squadron leader, you must lead your 
commandos on a virtual suicide mission, 
knock out the Soviet launch sites, and then 
proceed into the city of Moscow. Armed with only the 
weapons you can carry, you must seek and destroy the 
Soviet defence centre to stop the attack ! Top multi- 
screen action! 








Dealers! For information on how to become a U.S. Gold Stockist write to: CenlreSoft, Unit 10, 
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 02t-359 3020. Telex: 3372G& 
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Our mint 
program for 
extra lives on 
Lunar jetman 
someho-w 
sprouted an 
AXtra line in fost 
nTonfhi i&sue. 
The program 
should end at 
tins 60 (» deioN? 
tins 70) 



# 



Marks + 
Sparks 

Marks and Spencer have 
joined the growing number of 
high street chain stores stock- 
ing liome computer software. 
Initiaily, only Spectrum soft- 
ware is being stocked 

The first three products are 
ail two- cassette packs retail- 
ing at Cb.99. Start to Program 
is an introduction to comput- 
ing. Games Maker, written 
by Quicksiiva, is a games de- 
signer and the Games Pack 
contains two games - Fear- 
less Frank and Frozen Pen- 
guin - converted from the 
BBC, 



EMULATOR? 



All the latest noises in the 




EMULATOR? 



The Commodore emulate*, rtpert«d in 
our June iswje, i*$ms unlikely lo -e^er 
see Ihe port of a Commodore 64. Riod 
Kaffor of Video Vnull, who were to iell 
Ihe emulator, says he ho* jfrll no! ie*fl a 
working version fff the tiardwdre. 

After si* month* without action it 
leemi fhaj the development difficulrie-i 
mentioned in June hove 1*01 been over- 
come. However, Video- Voufi still hold 
the rights io ihe machine and may sli&l 
f*Jeaw it if it ever materialises. 

In the meantime Spectrum and Com- 
modore 64 owners will hff«c tb continue 
to bkkfrf over the quality af software 
Ltvtiilable for each machine. 



Football Manager 



winners 



'WELL, BRIAN, what a great competition that was - 100 
winners each picking up a copy of Football Manager for their 
micro/ 

'What were the answers, Jimmy? I couldn't work them out .' 
It was Manchester United who paid the most for a player - 
tor Bryan Robson And the scorer of the SUPERB goal against 
Brazil was John Barnes. 

What about Mark Hatdy. Jimmy? He scored too.' 

k Notas superb a goal, though, Brian, Sneaky question, that, 
But almost everyone got it right. And the last answer - the 
latest Scotland-England score was Scotland 1 England 1,' 

So who were the winners?" 

They were the ones who worked out the funniest new 
names for KEVIN TOMs, Football Mi; risers creator. Most of 
them were pretty disgusting, Like KEN VOMITS or MIKE V 
SNOT, We also had VIM TOKENS, VENOM KITS, SMOK1N 
VET and even ME SKI ON TV, Here are the winners, each of 
whom will be sent their program direct from Addictive Games,' 



Andrew llencr*. Meabtiiough.: Paul 
Qulnn, rjumfeM-rKjnshit*;: 11 J Parry 
i : I iii; I i.j ii Simun Monk, London; Slcvcn 
Hen(tensr>n IliiMuid: Dominic Smyth 
Hamm; (.' fJ-idiull, Basildon. Errol Ahra. 
Ham. London; Uarrvll Taylor, Rjlfaarttme; 
John Oyche. lloriciilL'i Devin |mi«i 
[ .. i_- 1 v r ■-, t ._■ r : Andrew Kempsler Heywood; 

Paul WtlEtchDUSe, Fti^lld i;S(::, OwnH/unCii 
Martini, OlasQW Steten llf/wartl Lowes- 
toft, Alajvtaif Cook. Si rJ| 1 1 r jit. Uuvid Bell. 
GlBsacn* Hktod Smith. HuddcTslidd. G A 
thichen. Caiteridi Oarrreon, N. Y-oflts: G-ra- 
hum Stijckir I J . . -- 1 1 1 1 1 1 CracaiE Lurring Co 
Ii n i.ui.iy!;, ..\dflrn Ntwlon. Harpendun. 
|im« Muni. Hetthnm Duvtd Rowles 
EgJiarH; K llindlr. PcnilLim-le-Fj'Ide. Paul 
[ohnSOn. FtrtLrrs Bar, Gethin Thomas l.oit 
■.In n Andrew llnusten Abcidms. Attdnju 
Sharpie; UratnruiJI, (rmatrian l.atrin Mir 
nil; Keith Harris Butbourjie: tJanid 
fimency Cmcndy. K Stncfcstin U.xbfidgt; 
Robert Irons. FamhoNjuuh ; ftluari WJlwn 
SundLTland; Steprten He*iitn. S mdcriafltl 
jason Vnmllncnifi I . rnwnr Ii, Paul Leh- 
rasse. ls.!ewT.i*th; Nitk Wifeun. Bridiinsnt)!!: 
Gjr> Hicfccf, Sniiingtaiiri: Dennis ]ohn- 
ttm Ifciyleigjt Andrew Sharp Olasguw; 
Adiun Murphy Carlisle; Antonio (.'usano. 
■ Oliver Horn Wdwyn; Michael 
Campbell. MjiM.tithiD.il. Christopher Hal- 
ligan Malvern; Richard Dillon, Sn. 
Wurman Ta r Fife; Garclh Hughes. Clwyd; M 
Handley Wi»\ Broniwtch Anthony Oohcn. 



J J"ii. Steven Archer Kl-iH. Steven 

Tuuvan Leeds. Simon Harrison, Tintagel, 
I.uy i* Clement. Richmond Tony l-'it/^emld 
JLondon; Andrew Wood. Co Durtuun; 
Rubert Oodson. Bjmsirijjh,j(ii. r'uiil Mug- 
glcby Horsham, n Kcfltfc) London; 
Robert Mdllifjjan FBrnbcroujil; Tim LcRge 
Berkhamstcd. David Burden. Tiverton; 
Bryden Darley. Sherborne; Michael l>ag- 
ley ChesWre; fJiniel Robinson. LBuminj- 
tan, John llouk-j' TwjcicnKfUn; ShaUeji 
Thnurar, London. Avril Greenland, UJfl- 
don Mr|ohnler London; Ivor Gray, Gin.?, 
gsw Uin Sfrwart, Edinburgh. M l.Joyd. 
isIJe upon Tyne. Philip Sjmmiini. 
Custk'fuid: JeBYcy Fawlhrpp, J.^ilohijrn^^li. 
Oufjrdd Lloyd. Wcsl CjljjiiiitHiin. Maniu 
Robinson. Lsteworlh; Duncan l^iwrrni-«. 
t™ TalvR, GraJiam Warder. Ritkmans 
worth; Marcn Gi^tnmelli. Aylesbury, 
Kkhalu Smith. Maidenhead: Stuart Lee. 
Leicester Mark Buwen. Sidaip; Gary 
Newell, London; Wing Yik, Twictcnham: 
Richard SaJter. Petejiorougk; Trevor Ro- 
gen, I Bfldon Chris Webb. S Wnltt: |amet 
I .iehntly Li vi ngscon ; Leili? Blackmail. Old- 
ham. Alan Scott. Newcastle upon Tyne; 
Arthur BaElanryne Hamiltiin. Michael Wit 
liams. London; Barn- MauJougliliri, Wf>h 
rtCige; Christopher Man. Tu'h ken ham; 
Kevin Queenan. Clydebank; Wayne 
Arthur, RuLlieriiani: Alan SUM. Purity; and 
PaulUilliam, f„i u ,n|, 



ULTIMATE 

TITLE HITS '64 



U was the moment Commod- 
ore 64 owners have been 
longing for, Spectrum owners 
dreading. Ultimate, the num- 
ber one British software 
house, have at long last come 
up with a '64 releasc. 

What's more it isn't just a 
conversion of one of Ulti- 
mate s famous Spectrum ti- 
tles, hut a genuinely new 
game. 

The Staff of Karnath can 
be described as a 3D arcade- 
adventure. The idea is to ex- 
plore a castle in search of lb 
pieces of a key. The player 
fates numerous enemies and 
must use a range of spells to 
stay alive. 

fhe screen display has an 
original look to it • the 3D 
display allows the main char- 
acter to move forward and 
back as well as left and right. 
But it is questionable whether 
the graphics overall will have 
as much impact on '64 own- 
ers as previous Ultimate 
games have had on the Spec- 
trum. 

PCG will be reviewing The 
Staff of Karnath in the next 
issue, It comes in Ultimate^ 
colourful, large packaging 
and costs £9.95. 



Exclusive 



Karnath 



competition! 




The mapping of Ullimale games 
is fast becomitiR a njjiitinal p*»- 
time and now '54 owners can 
jutnin. 

We've fixed up a great com- 
petition with Ultimate u> try to 
(rack down the best possible 
map and playing guide lo The 
Staff of Karnath, The winner 
will gel a specially made K&r- 
iiAth trophy, 

Tu enter jusl post your map 
and guide to Karnath Competi- 
tion. Perianal Computer 
Games. 62 Oxford Street, Lon- 
don Wi A 2HG. The closing date 
\s January 2 1 




CROWTHER JOINS 



Wandering programmer Tony 
Crowther, author of such '64 hiti oi 
Monty Mote and Suicide Exprea, 
hos settled down with Wizard De- 
velopments of Sheffield. 

After his much-publici&ed splits 
from Alligata and th£n Gremlin 

Graphics, Crowther has joined on 
old friend, Roger Taylor, a* o 
co-director of Wizard, a company 
best known lor its hordwor* - it 
produces ihe Joy Rom pnd ci joys- 
tick interface for the BBC. 

Crowther is working on a new 
'64 gomft, to be colled Griffon, 

wfiich the company hop*!, to have in 

the shops 5confar around £7,95, 

Further ptans include work on il-.p 
Commodofe 16, conversions to (he 
Spectrum and moves into the Aimer - 
lean morket, Crowther also said 
thot he intends to Toke an irrtereit 
in the hardware stde arid the buti- 
n#ii side of the company'. 
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humming world off micro games 




Boulder 
Dash on 

Speccy 

The triumphant arrival of Boul- 
der Dash on the Commodore 64 

has been closely followed by its 
release on the Spectrum. 

The Spectrum version has been 
programmed by Front Runner 
and sticks closely to the '64 ori- 
ginal wilh all 16 screens and 
intermissions, The scrolling effect 
has also been reproduced, 
although it isn't so good on the 
Spectrum and Rockford can fair- 
ly easily run off the edge of the 
screen, 

The graphics are still excel lent 
though and this highly addictive 
game should soon be inflicting 
sleepless nights on Spectrum 
owners, 

Jt should be available now at 
£7.95 from Front Runner, 




Jeff JV1 inter doesn't spend all his time writing programs or 
playing Star Raiders. He's got to relax sometime, attd find 
the inspiration for another bizarre game. 

Here he is wearing an awesome hat and soaking up the 
vibes from a cuddlcsnme llama in (he wilds of Peru. It must 
have done the trick, because Jeffs been 'working like a 
demon' on a new game, the idea for which came lo him on a 
bus in South America. 'The music's a treat', he says. "The 
game will look nice, sound nice - but play meanly' he warns 
us. We can't wait. 



MOVE TO THE GROOVE 



Giant record and entertain- 
ment company. CBS, have 
launched into the home com- 
puter software market with a 
vengeance. 

Their six new releases, are 
now in the shops, selling at 
MS. 95 for the cassette versions 
atid 111.95 for disks. All the 
games are for the Commod- 
ore 64 and have previously 
appeared in the U.S.A. on the 
Epyx label. 

The games include the 
road-rating game Pitstop, the 
platform game fitmpman. 



IS WIZARD 
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and Silicon Warrior and 
Dragonriders of Pern - a 
blend of strategy and arcade 
action based on the fantasy 
novels by Anne McCaffrey, 

Impossible Mission is an 
arcade adventure in which 
you have to prevent the evil 
Elvin Atoms masher from des- 
troying the world, Break - 
dance is just that: you have to 



move to the groove and hop 
to the beat in on attempt to 
win a contest of breakin' and 
poppin' against other slick 
movers. 

CBS plan to release games 
at the rate of three or four a 
month during 1985 and are 
considering the possibility of 
conversions to the Spectrum 
tor selected titles. 



Creative 
Sparks 
fobs shack 

Creative Sparks have made their 
in-house team of 18 programmers 
redundant and arc now relying 
on outside development for their 
future Barnes 

Gordon Keed, Creative Sparks* 
spokesman, denied that the re- 
dundancies, meanl the company 
was in trouble. "In fad", he said. 
'we've done belter than expected 
this year.' 

He explained the move as a 
rai idealisation of Creative 
Sparks plans, adding that the 
figures fust didn't match up' be- 
tween expected revenue and the 
cost of maintaining a large in- 
house team. 

Creative Sparks' next releases 
before Christmas, are an MSX 
version of Hanger Mouse in the 
Black Forest Chateau and 
Leonardo, a graphics utility for 
the Spectrum. 

Before Easier 1985 they expect 
to launch six programs, three at 
which will be conversions and 
three will be new. These new 
games will include an arcade 
adventure for the '64 with over 
2,000 locations and s Spectrum 
game, provisionally called Rol- 
htgoal, featuring skate- bom men 
in o dangerous game. 

Return of 
Chariot Race 

Chariot Race, a PCG Hit on 
the unexpanded Vic back in 
April '84, looks set to make its 
debut on the Commodore &4 
early in 1985 ■ in an en- 
hanced form. 

The game involves a race to 
the death against other char- 
ioteers in a Roman arena. On 
the Vic the action was viewed 
from above. But on the h 64 
the players will have a grand- 
stand view, giving something 
of a 3D effect. 
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WHISPERING 




A load of tosh? 

A hundred quid's not much 
to nic I often spend that 
much on luncheon - but 
there arc those who might 
think it's a significant amount 
of .money Especially if it's the 
difference between what a 
computer costs before Christ- 
mas and what it costs after. 

My mole deep in the heart 
of Thorn- EM I, distributors of 
the Toshiba MSX computer. 
assures mc that prices of the 
MSX machines will tumble in 
1985 - by ±10a bringing them 
down from JC279 to £179, 

This is stirring news for the 
nation's gamesters, said I, 
reaching for the phone to 
confirm the details with one 
of those MSX companies. But 
what did the Japanese fellow 
on the other end say? 'No, 
there arc absolutely no plans 
for price cuts next year 

Horace just docsu'T know 
what to think. 

Royal cheek! 

Don't spread it about but I 
happen to be quite well ac- 
quainted with certain mem- 
bers of the Royal family. 



Hence I was scandalised to 
hear of the release of a game 
called Di's Baby. Surely, I 
thought, it cannot be about 
that charming lady married to 
my old schooJ school chum 
Charles, but horror of horrors 
-it is, 

J have bought a copy of the 
game, purely so that I could 
defend the couple of course, 
and was shocked at the fac- 
tual inaccuracies. The prog- 
rammer obviously cant 
count, they've got two kiddy- 
winks not one, and the Palace 
potties are very well trained. 

In fact, I'm so annoyed that 
J think I'll go and have 
another game to yet it out of 
my system. 

Playing Havoc 

Those naughty boys at 
Dynavision aren't exactly 
playing fair with you Spec- 
trum owners. On the back of 
the Havoc packaging for the 
Spectrum version are screen 
shots of the Commodore 
game, 

A little note tucked away in 
small print at the bottom says 
that the Spectrum display 
may vary from these This is a 
hit of an understatement. 

Come along now chaps, it 
just isn't cricket. Anyone 
would think you had some- 
thing to hide, 

The Ultimate recluse 

Heard about the nationwide 
telephone game that takes 
place every time an Ultimate 
game is released? journalist 
hacks from a score of compu- 
ter rags dial the Ultimate 
phone number in a frantic 
attempt to talk to Tim Stam- 
per, the only person able to 
fill in details authoritively ab- 
out the game. But do they get 



TOBY AND THE PROF 




If you're wandering 
around the HMV shop in 
Oxford Street and hap- 
pen to pick up a Master- 
Ironic game - watch out, 
you may be pounced on 
by manic photographers 
with menacing flash- 
lights. 

The first victim of this 
practice is Cliff Levi rigs 
(pictured) who while in- 
nocently buying Chiller 
discovered he was M as- 
ter on ics millionth cus- 
tomer and was merciless- 
ly caught red handed. 

Cliff gol a £200 Com- 
modore disk drive which, 
as you can see. pleased 
him immensely. Horace 
advises that you wear 
dark glasses next time you 
buy a game to avoid being 
recognised. 



to talk to him > No they don't 
I'm sorry, VI r Stampers in 
a meeting,' 

Tim won't be in until Mon- 
day. 

He was here on Friday, but 
today he's away.' 

'He'il be in Software all 
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afternoon. Can't be con- 
tacted, 1 

L Sorry, Mr Stamper's just 
popped out, 1 

I hear this journal finally 
made contact only after 13 
successive days of dialling - 
that's five more days than for 
the release of Sabre Wu//and 
three more than Atic Attic. 

Still, if your games are 
spiffing, who cares if the old 
public relations are a sham- 
bles? 

Butler en the loose 

Times arc hard, and nowhere 
more so than in Liverpool 
where once the games biz 
seemed to promise young 
men a lifetime supply of Pors* 
chesand champagne. 

Now, Horace hears, ex- 
Imagine man Mark Butler is 
tramping the streets in search 
of the chance to earn an 
honest penny. Software Pro- 
jects were unable to help. 
Bug-Byte couldn't find an 
opening - even though 
IheyVe just lost John Philips 
to Prism, 

Can somebody please find 
a job for this young man? 




RELEASES 



US IMPORT 

Software Projects have 
produced a Spectrum version 
of Lode Runner from the US 
company Broderbund, The 
game was a best seller i 1 1 
America and has a special 
generator that allows you to 
alter or create screens. 

PYJAMARAMA 
Pyjamantma, PCG Game of 
the Month in November, is 
now being released on the 

Amstrad. The game costs 
£8,95. 

BOARD GAME 

A new computer assisted 
board game called ATRAM 

has been released lobe 
played in conjunction with a 
48K Spectrum. Thegame is a 
battle simulation using the 
computer as an assessor of 
the action, It is distributed by 
Websters Software at a price 
of £19.95. 

SPY v SPY 

Beyond's computer game ver- 
sion of the Mad magazine 
cartoon Spy v. Spy should be 
in the shops now for the 
Commodore 64, price £9.95 
cassette and £11 ,95 disk, 
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When you're up against all the evil in the universe, you 
need the finest joystick. Weak, sticky slow controls 
can only lead you to your doom. 

You need a Wico." The controls in more than 500 
modem arcade games are actually made by Wico? They set the 
industry standard for durability and performance And thgsame 
arcade q uality goes into the Wico* you take home 

Wico* joysticks work directly with the 
Commodore 64 t ,M Vic 20,™all Atari* Home 
Computers and Atari* Video Games 

Add an interface, and you can connect into 
a Sinclair Spectrum or Apple IT and He* If you 
have a new MSX computer there's the just 
released MSX Grip Handle for you. 

What do you get? A man-sized handle 
on a virtually unbreakable shaft. Ibug 1 1 . 
ultra-sensitive Wico* switchgear. A heavy- 
weight base. A year's guarantee. And more shee 



dodging, chasing and blasting power than ewer before. 

The Wico* range includes the famous Red Ball ,™ straight 
out of the arcades. The Three Way Deluxe with interchangeable 
handles. The light but rugged Boss. And check out the state-of- 
the-art Trackball: many owners use it for serious programming, 
_where it gives them effortless cursor control. 

Ask your dealer to let you handle a Wicp.* Quality 
(you'll find) costs money 

But if you want to have less trouble Rghtmgyour 
controls, arid more power for fighting the 
forces of darkness . . . only Vvjco B is worthy 
of vourhand. 



a 
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WICO 

THE FINEST HMD CONTROLS 
IN THE KNOWN UNIVERSE 



ICO NAME IN AUXOOI > SH< >PS AND CATALOGUES. 




six-yard box. There 

is no time to control 

the ball, your player must commit himself 

to a snap shot on goat. . . 



Match Day is as compelling as 
soccer itself you wfil marvel at 
the depth of play and hall control 
offered only in match day 
Shoot to win! 



SPECTRUM 48k 
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Ocean House • 6 Central Street - Manchester M2 5NS Telephcwic 06 1 832 6633 Telex 669977 
Ocean Software is available from selected branches of: WOOiWORTH W USM ITH , ."^P./^L!illlidLU, LASKYS , Rumbelows. COM£T. 

Spectrum Shops and all good software dealers. Trade enquiries welcome. 
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ULTIMATE 
STORM 
THE CHARTS 

THE ONLY SURPRISE about the charts this month is that 
Ultimate s new games are numbers 1 and 4 instead of 1 and 2. 
The explanation is simply thai the release of itnight Lore came 
just before the charts were compiled. Louise Stamper of 
Ultimate said that the two games were the best they had yet 
produced' and that even better things were to come. 'We hope 
Knight Lore will also go to number one,' she added, and who's 
going to argue with that? 

Also zooming in from nowhere Lo the top six are Eureka.'. 



Raid Over Moscow and Tir No. Nog leaving the previously 
all-conquering Daley a Decathlon at number five. 

There's no keeping a good arcade-adventure down and with 
its release on the Commodore 64 jet Set Willy has started 
climbing again, back to number ten 

As Christmas approaches compilation tapes like Select 1 
and Chartbitster are doing well. 

Notable casualties this month arc Wanted: Monty Mole and 
Sabre Wulf, but watch out for our little sword-wielding friend 
after his imminent appearance on the BBC. 

Two budget games are also doing extremely wetl with 
Chiller from Mastertronic hanging in there and Booty from 
Firebird making an impressive entry. 

Next month's tip for the top? Sure you don't need us to tell 
you thatl 
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Your favourite bell ringer, 
the all-conquering Quasimodo 1 ? 

leaps back into action 
on another breathtaldng 
epic with Esmerelda! 

Another superb 
Ocean extravanganza! 
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Ocean House 

6 Centra! Street 

Manchester M2 5NS 

Tel: 061 832 6633 
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Ocean Software i$ available from selected branches of. WOOLWORTH \\ HSM I I 1 1 . r JEEE3521, . 

Spectrum Shops arid ail good software dealers. Trade enquiries welcome. 



LASKYS, Rumbelows 




SAM ANT HA HEMENS replies too selection of letters from our ever-growing mailbag. It's great 

hearing from you r even though we can't always give individual replies. Write to: Byte-bock, 

Personal Computer Games, 42 Oxford Street, London W1 A 2HG. 



Young talent 

On a recent wet and gloomy 
Sunday I was idling away 
the hours blasting camels on 
Jeff [Winters Attack when my 
son, who had not played the 
game before, decided to take 
over. Alter an hour or so of 
practice he was regularly 
clocking up scores of over 
two thousand (yes. two 
thousand). Aha, \ hear you 
say, so what's special about 
that? Well, he's five! 

Despite the fact that most 
of the participants in your 
Challenge Chamber are in 
their teens, perhaps you 
might like to consider a 
'junior' (perhaps 'toddler 1 is a 
better word) Challenge 
Chamber. 

I dread to think what to- 
day's five year olds will be 
doing with home computers 
in ten or fifteen years 1 time; 
the mind most definitely bog- 
giest 

PS. Your magazine beats all 
the other games mags out of 
sight! 

D Farrow, Hessle, 
N Humberside 

Not a bad idea, Mr t'armzv. 
But age five is the limit, The 
Challenge Chamber doesn't 
have room for prams. 

Work and play 

How sad and pathetic to read 
the letter from M Ah erne last 
month, about how he can 
only save 5Qp a week to put 
towards games for his com- 
puter. So who cares? And 
who's he to condemn people 
who buy a game a week. 

I work 70 hours a week and 
buy one or two games a 
month but J don't moan and 
cry about it. What does he 
want? Game distribution to 
the hard up, or a limit on how 
much software a person can 
buy a week? 
D Henry, Ley ton 



WOMEN ARE OK, OK? 



Bet you've had hundreds of 
tetters from us 'superior 
beings', ie females, since your 
Memo in November PCG. 

You see, we're all so busy 
running homes, offices, the 
country etc, plus writing ter- 
rific programs that we just 
don't have time to write to 
games mags We only just 
manage to find time to read 
them! 

You've got three fans in our 
house, and we're all female 
(shocked gasps from all 
chauvinists). And all avid 
adventure players, so we real- 



Wizard. 
LizTomlinson, 
Havant, Hants 

Equal opportunity 
lapping 

in response to your frenzied 
plea, here [ am - 101% 
woman! 

Well now f it's all very well 
for you to sit there and say 
'come on girls' but you ought 
to try itl I'm fed up with 
getting the cold shoulder 
when f go to buy software, 
too many retailers look down 
their noses and frown, as if I 
don't know what I'm on ab- 
out. 

When I got my Spectrum, I 
was conned into a cassette 
recorder too. because t was 
told the computer wouldn't 
work with a radio/cassette. 
Ha! The r/c works perfectly 
with my computer whereas 
the other won't load any- 
thing. 

Don't get me wrong, I'm no 
women's lib freak, but life 
isn't easy - take the arcades. 
In I go and see what? Yep, 
dozens of blokes hogging the 
machines, flexing their joys- 
ticks and concentrating in all 



directions. If I should dare to 
insert coin', I'm instantly sur- 
rounded by 'em all waiting 
expectantly for a rapid loss of 
lives! 

We females are very in- 
terested in arcade and com- 
puter games so for God's sake 
shove over and give us a 
chance! 

Well, I'm off now to bath 
the canary and wait for the 
insults to come pouring in. 
Alii, Dym church, Romncy 
Marsh 

Look out CCS! 



t*^- uuru |uji ijjiiuijivu rvilllLllli* 

out favourite dollies some 
brand new pink dresses 
(cringe! cringe!), and thought 
that we wouid write to you. 

We think your magazine is 
wonderful, because of the 
pretty pictures, but we do not 
understand the complicated 
words like Basic' and 'Goto' 
(ooohh!). 

Our favourite game is Di- 
amond Quest one of the 
'Games for Girls' series, be- 
cause it has very pretty pic- 
tures and no monsters or loud 
noises which might scare us 
(aah! quiver! shake!). Alas, 
they are not too difficult for 
our diminished intelligence 
(fume!). We would love to 
show CCS, in person, what 
we think of these games 
(THUMP! THUMP!) Must 
go now because: our copy of 
Twinkle' has just arrived - 
Yippee. 

Sarah (BBC Model B) 
Ormes and Kirsty (Com- 
modore 64) Lewis, Princes 
K is, borough 

WOW And this is fust a 
selection of the tons of mail 
we've received from irate 
females everywhere. Come 
on lads give us a break.' 



Perils of panel 
reviews 

You undoubtedly get lots of 
software companies who 
complain about reviews given 
to their games, but 1 felt 1 had 
to reply to the review given to 
Perils of Bear George in your 
November issue 

The main reviewer, Martyn 
Smith, liked our graphics, 
sound and game idea but 
rated it poorly because it 
'does not increase in difficul- 
ty' and 'requires little effort', 
in the same review, Peter 
Walker and Richard Boniface 
say Bear George is too hard! ! 

My point? How can poten- 
tial buyers make purchasing 
decisions based on such ex- 
tremes of opinion. You have 
many games to review and it 
may be a very difficult task, 
but a poorly considered 
games review section is the 
worst thing a software maga- 
zine could be accused of 
Don't let it happen to PCG. 
Peter Hardingham. 
Chcetahsoft London 

We think that readers 
should know when there's 
in honest difference ofopin- 
m over a game. That's the 
jhole point of having a 
wnel, rather than just single 
viewers. But we do try to 
ron out absolute contradic- 
ions. 

Spoilsports? 

^rsonally I think your Tricks 
Tactics section in PCG is 
tupid. What on earth is the 
joint of buying games like 
iabre Wulf and Trashman 
/hen you are told how to 
jmplete the games. Surely 
ie enjoyment in such games 
to find out things and com- 
sfetc them yourself, 
^reniy Burrows, Done aster 

'he TnT section was in- 
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Available from good software stockists everywhere or direct from 

MIRRORSOFT, Mirror Group Newspapers Ltd., 

Holborn Circus, London EC1 P 1 DQ, 



Byte-back 



corporaied in the mag due to 
popular demand. We've had 
loads of people writing in 
asking us to do tips on va- 
rious games. If you're stuck 
an a particular game, they 
can be very useful. Of 
course, if you don't want 
help you can skip the pages. 

Revenge of 
the user pert 

Please forward my sincere 
thanks' to the Vulture for 
giving me tips on how to 
cheat at Revenge of the 
Mutant Camels on the CBM 
64. 

i did as he said, connected 
the two pins of the user port 
and my computer decided to 
break. Now I'll have to wait a 
month for it to be repaired ! 

Ian Armstrong, 
Tync and Wear 

Well ian, we didn't recom- 
mend it - sorry about your 
computer though - at least 
you'll know not to do it 
again. 

Machine 

availability 

In your magazine, there's one 
thing that continues to annoy 
me. This being that a game 
may be made for both Com- 
modore and Spectrum, or 
BBC and Electron yet you 
always put it under one categ- 
ory. This has the effect of 
making people think it's only 
made for one machine. 

The second thing I thought 
you might like to know is the 
way in which 1 solved the 
anagrams in your competi- 
tion. 

1 wrote a small program in 
Basic to input the letters in 
the anagram and then print 
every available combination. 
I then just had to watch the 
screen until the correct com- 
bination of letters came up! 

Colin Goldin, Eastbourne 

We do try to find out whether 
the games we receive are for 
more than one machine, but 
sometimes they do slip 
through the net In many 
cases the software com- 
panies themselves, fail to in- 
form us that the game is on 
another machine. 

As for your other little re- 
velation, alt we can say to 
that is- CHEAT! 1 

Ko koto iii cotk-up 

Having read your review of 
Kokotoni Wilf\n the Novem- 



Stop the micro 
slanging match! 




During the four years I have 
had an interest in home mic- 
ros I have read many different 
computing magazines. I have 
also used several different 
computers and own three. 1 
have a good old ZX81, a Vic 
20 and now a Commodore 
64. 

Up until now 1 have never 
actually written to a maga- 
zine. So what has made me 
write now? Well, it is the 
constant slagging off of diffe- 
rent computers and software: 
silly and immature argument 
such as 'my Spectrum is bet- 
ter than your 64.' This has 
been going on in the many 
letters pages of different 
magazines. 

Until now I have tried to 
ignore it In the November 
issue of your magazine. 1 read 
a letter from P Lowe of Man- 
chester In his very short epis- 
tle he made various slagging 
off comme n is of th e very chil- 
dish kind. He or she said that 
the Commodore 64 was a 
Yankee machine and that 
most of the games available 
for it are ripped off Spectrum 
ideas. This comment really 
spoilt your otherwise excel- 
lent mag. 

Firstly. OK, the 64 did ori- 
ginate in the USA but is now 
being made in the good old 
UK. Secondly, 1 don't think 



any of the games tor the '64 
are ripped off Spectrum ideas. 
Most companies such as Soft- 
ware Projects have converted 
their games to the '64 and 
also to other micros. This is 
obviously the way the com- 
panies will make their money. 
As for Ultimate sticking to the 
Spectrum, surely they would 
have a bigger market if they 
converted software to the '64. 
I hope, if you print this, 
people will stop all this slag- 
ging off and just stick to using 
their micros more maturely, I 
mean, most people know 
which micro ihey want before 
they buy it, and that must be 
up to them and no-one else. 

Paul Rawling 
Scarborough 

Call it quits 

Why do we have to put up 
with the Commodore 64 ver- 
sus Spectrum battle? 

There's nothing really 
wrong with either machine to 
make people hate them and 
there's no real differences be- 
tween the capabilities of each 
computer. Each has its good 
and bad points, 

Mr C Thompson, 
Church Fen ton, N Yorks 

Welt, you could both be right 
but some of those letters cart 
be quite funny... 



ber issue 1 rushed out and 
bought a copy, but 1 just cant 
agree with the reviewer on 
how long it would take to 
discover U inch's secret. 

It did, in fact, take me 90 
seconds! (Which must qualify 
for some kind of record.) Un- 
fortunately, I have yet to play 
the game! My copy failed to 
load and run property and 
when J pressed the fire button 
on my joystick, Ulrich's secret 
was revealed on the screen! 

Malcolm S Matheson, 
Aberdeen 

Vic rub 

I am writing to you as a point 
of sympathy for us Vic 20 
owners. When 1 go into a 
computer shop and ask for a 
newly released Vic game (not 
many about) 1 am looked at as 
though I'm a loony from 
another planet. 
The problem is that there 



are very few newly released 
Vic 20 games and if there is 
one, its highly unlikely you'll 
find it in a computer shop. 

The real problem is the 
manufacturers - they've for- 
gotten us! They use the ex- 
cuse Lhat we Vic owners are a 
dying breed, but Vies are still 
being made AND bought! 
Even if they do stop selling 
them there's still millions, of 
us out here in the darkness 
that need light - and that 
me«ns NEW games, 

Games like Pharaoh's 
Curse and Shamus prove 
that the Vic has the capabili- 
ties. So hear our plea! Soft- 
ware companies every where, 
PLEAS E get p rogra mm i ng! 

Pau I Bu r ton, Du rh am 

A sorry story indeed, but 
don't despair, we're still 
hunting out those elusive 
new games for you. 



False alarm 

I am writing to tell you about 
a time when my dad and me 
were in a John Menzies com- 
puter centre writing a little 
program on the Acom Elec- 
tron when my dad moved the 
computer nearer him and a 
wire came out of the back of 
the computer and an alarm 
went off. 

All the shop assistants 
rushed to the shelf where the 
computers were and tried to 
stop the 'robber'. 

However, everyone calmed 
down when they found it was 
accidental, I thought it was a 
bit silly really, I mean who's 
going to be daft enough to 
steal a computer in broad 
daylight. After all it's not flic 
sort of thing you can just put 
in your pocket and walk out! 

Another time, my friend 
and I were in Dixon's when a 
computer 'know-all' was 
spouting his mouth off, My 
friend and ] burst out 
laughing when he casually 
said 'I'm quite interested in 
programming on the new 
Sinclair 16.' What a Wally! 

fames Faux, 

Darby Green, Surrey 

A shot in the dark? 

In the November issue of 
PCG, Pyfamarama was rated 
Game of the Month. What's 
wrong with that I can hear 
you ask. Nothing, I answer, 
the game's pure brilliance. 

The problem arises in the 
screen dumps printed along- 
side the review of the pine. 
In only three of the seven 
pictures is Wally in correct 
dress, his nightgown and 
floppy cap. The other four 
have him in his overalls, fresh 
from Mikrogcn's other excel- 
lent program, Automania, 

Also the pictures with the 
incorrect Wally in them, call 
the glass of milk at the tup of 
the screen Dream Power, 
when it is of course, Snouze 
Power. 

1 can't wait to see how you 
explain this one PCG, surely 
you haven't got a pirate copy? 

Jason Duckers, Chester 

Hard luck fa son, you won't 
catch ua out with this one - 
Mikrogen themselves sent us 
the screen shots! Apparently 
they're from a pre- 
production copy of the 
game.. .perhaps you'd like to 
talk to them about pirates. 
TVo? Oh Well, never mind. 
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Sorry, Tim... 

I was very annoyed when 1 
read the tetter headed 'Really 
pathetic reply!' from some- 
one using my name. 1 don't 
mind being criticised for my 
views, but I do resent the fact 
that you printed the tetter. 

Had you compared this 
rubbish with my original let- 
ter, you would have seen the 
difference. Unless, of course, 
you wrote the libellous piece 
yourself, and ] wouldn't put it 
past you. 

If you have any standards 
whatsoever you will print this 
letter and/or a formal apolo- 
gy. How can you possibly 
believe that J would write an 
apology for my other letter 
and publicly humiliate my- 
self? And just when the quali- 
ty of PCG was improving too. 
THE Tim Russell, Coventry 

Sorry Tim., one of our other 
readers took it upon them- 
selves to use your name 

when writing. 

The culprit has promised 
not to do it again and on 
behalf of the PCG Team I'd 
like to add our mega- sincere 
apologies. 

Swiss supporter 

[ Li iti writing from Switzer- 
land to tell you how super 1 
find your magazine. I am 10 
years old and many of my 
friends also read this mag In 
Switzerland the most popular 
computer is the '64, but I own 
a Spectrum. Although I have 
to wait two weeks for the 
magazine to be on sale, every 
hour of this wail is worth it. 
Henry Dubois-Ferriere. 
Geneva, Switzerland 

Englishman abroad 

May I introduce myself, 1 am 
an English 15 year old living 
in Holland (long story) and 1 
buy the mag every month I 
especially like Adven- 
tureworld, Tricks n Tactics. 
Screen Test, Buzz and Byte 
Back, but may J suggest a 
column where people can sell 
things, such as - games! 

1 wrote to you because I'd 
like people to see that us 
English in Holland, about 90 
to 100,000 D f Us rea d your 
mag too! 

If anybody in England who 
owns a '64 would like to write 
to me I will be glad to hear 
from you! 
Chris Hon son. 
Grevingahccrd % 
Groningcn, 
Holland. A737 SB 



How to frustrate a shop assistant 



1 would like to give you an 
example of a typical con- 
versation that actually took 
place between me and a gulli- 
ble assistant in Boots the 
Chemist. It happened one 
Saturday... 

ME: Excuse me, but could 

you please Eell me a little 

about this? (Pointing to a 

Spectrum.) 

ASSISTANT: Er, certainly, 

it's a computer. 

ME: But what sort? 

ASSISTANT: A ZX Sinclair 

Spectrum. 

ME: What does it do? 

ASSISTANT: Well, you can 
buy all these games for it. 
ME: (Butting in) What are the 
graphics like? 

ASSISTANT: Well, they're 
colourful, and on some 
games . . , 

ME: (Butting in again) What's 
the sound like? 
ASSISTANT: You have to 
buy this thing here to make 
sound, 
ME: What interfaces does it 



ASSISTANT: It hasn't got 
any with if, they come sepa- 
rate (pointing to a joystick). 
ME: What different types are 
there of this computer? 
ASSISTANT: There is a 1GK 
and4SK. 

ME: How much memory 
does a 48K Spectrum have? 
(This is a classic question.) 
ASSISTANT: Er, er, er (long 
pause), oh, er it's 48K 
ME: How much ROM has it 
gut? 

ASSISTANT: The 16K has 
3R ROM and the 48K has &K 
ROM. 

ME: What is the processor 
type? 

ASSISTANT: I'm sorry, but 
you'd better ask that gentle- 
man over there. . 
Its terribly difficult to keep a 
straight Face whilst asking 
these questions! 
GaryHowland. 
Boston, Lines 

Many thanks, Gary, for this 
en Ugh ten ing conversa Hon 
and the many tips etc that 
you enclosed. 



Half a brain? 

1 am just writing to fell you 
how sick I am of your unbe- 
lievably terrible magazine 
and the obviously wimpish 
prats who read it. 

J am a Spectrum owner and 
anyone with even half a brain 
eouid tell that all these Com- 
modore and BBC users are off 
their heads thinking they can 
compete with the amazingly 
superior Spectrum. 

Your review section is the 
worst part of the whole maga- 
zine. Imagine not giving every 
Spectrum game 10 in every 
category, 

Jamie Cowans, 
Finch ley, London 
Thank-you, Jamie. That's 
the hind of gentle, reasoned 
criticism we realty appreci- 
ate. 

Am st rod please 

Just thought Ed write to say 
that I'm fed up with hearing 
about the black box with 
squidgy keys (Spectrum) and 
the computer with the worst 
Basic and most biased advert 
(CBM 64). Anyone would 
think that these are the only 
two computers in the world. 
They are not! 
1 own an Amstrad CPC 464 



which is much better than the 
two combined. 1 hope to see 
plenty of Amstrad software 
reviewed in the future. 

Michael Porter, 
Colchester, Essex 

Elite protest 

On Tuesday the 16th of Octo- 
ber I rushed into Smiths and 
there on the shelf was my 
eagerly awaited PCG. Quick- 
er than quick J flicked 
through until I got to the 
Screen Test section. Then 1 
nearly died. Why, oh why. is 
Pyjamarama Game of the 
Mouth and Elite only a hit? 1 
own a BBC so you may call 
me biased, but in my opinion 
Elite is a fur superior game. 

Simon Scheverle, 
Harlow, Essex 

We agree, Elite is superb, and 
I think if we'd known thai 
the cassette pension was 
almost as good as that on 
disk we would Have made it 
Game of the Month, Unfor- 
tunately the game was re- 
leased very late in the 
month, and we had little 
time to check details. Any- 
way, Pyjamarama is also a 
great game. The following is 
just one of literally hundreds 
of letters we've had about it. 



Pyjamarama 
praise 

Congratulations to Mikrogen 
on Lhe fantastic Pyjamar- 
ama, 1 completed it in eight 
days - and if s not easy 

AFtcr buying your really ace 
mag, J noticed you are quite 
interested in Pyjamarama 
which rightly was awarded 
the acclaimed Game of the 
Month. 1 bought this game 
the first day it was released 
and was more than satisfied - 
I couldn't drag myself away 
from it. 

On October 8th I did the 
game after many hours of 
logical thinking and experi- 
ment. 

John Wccdon, Telford 
What a pity you didn't write 
earlier, fohn. or you might 
have been one of the winners 
in our Pyjamarama competi- 
tion. Clearly a lot of people 
have solved the game - 
we've had hundreds of en- 
tries for the competition, and 
they're still coming in! 

The 26 winners mere set- 
tled within days of the 
November issue being pub- 
lished. First off the mark was 
Ken Armstrong of Black- 
heath who wins a day out at 
Mikrogen plus a special 
Wally trophy. 

The 25 runners up each get 
a Wally T- shirt ; plus a U0 
voucher for the next Mik- 
rogen game. They are: 

fohn Brimecome, Cowplain, 
If ants; Mark Reynaud 
(Cobham) and Tim Cosway 
(Sunbury-on-Thames); Mar- 
tin Ellis, Liverpool; David 
Leech, London; A Milting- 
ton and P Ford from North- 
umberland; Ian Hodassy, 
Ashtead, Surrey; Warren 
Dunn, Romford; A ¥ Stone, 
Bristol; fohn Ward, Halifax; 
Martyn Evans, Birmingham; 
D R Jeffree, Berkhamsted; 
Mark Clayton, Rickmans- 
worth; Domenick fnnnctta. 
Dundee; / M Girling, Glas- 
gow; Wah Wai Wan, Liver- 
pool; Adam Davey, London; 
Liam Humphreys and Mites 
Simpson from London; 
Jamie Rissmire, London: 
Harvey Ladder, Bracknell, 
Berks; Alan fones, Luton; 
Adam foseph, Croydon; 
Andrew it all, Cumbria; Paul 
Cox, Romford; Robert Ham- 
mond, St Albans; B f Ver- 
non, London. 

Those of you who sent in 
Joint entries wilt have to 
share your prize, since only 
26 could win. 



38 PC GAMES 



JANUARY 1985 



Now on 48K Spectrum 




The ultimate 

underground 

adventure 

superb scroll routine, described bv experts as one of 

the best pieces of Spectrum programming ever! 

Sixteen mystical caves, 5 levels of play, 

joystick or keyboard options. 

one of the toughest tests of strategy and reflexes 

even Starring "RockforcT tv the incorrigible 

burrowing bug in his restless quest for gleaming 

jewels. 

U.S. Reviews 

",. .. Boulder Dash should be leading contender 

for any body's a ction-g am e-of -trie-year award.' 

Burt Hoc h berg GAMES Magazine 

\ . . a magical mix of challenge, charm and 
originality . . easily one of the best computer 

games of the year" 
Michael Bianchet Chicago Tribune Syndicate 

This game will be mentioned in my will 

. . . what si J icon is and integrated circuits 

were always meant to be . . . subtle brilliance 

and unceasing magic ... in a class Ey Itself , . ." 

cralg Hoiyoak Deseret Mews 

'First Star has done a first-rate job 

on BOULDER DASH ... the graphics 

are dazzling , , ," 

Trie video came update 

"BOULDER DASH takes the cake . . the 

overall quality is excellent . , ," 

John Skoog K-Power Magazine 

This one's 
hotforxmas! 



To: From Runner, K-wft distribution, 
620 western Avenue, London W5 Otu 

including vat 
jrapeisi 



post code 



PG01 BD 



il enclose a cheque/ PC made pavable to 
K-soft distribution for £ 



.1 post free) 



or debit my Access/ visa' 

Delete as applicable 

I would like to he ar news of more Front Runner 

releases 



ves 



Piea« allow Ji flays for delivery 




PROJECT FUTURE - Your mission to teleport aboard, 
and activate the Self Destruct System, of the dreaded 
Star Ship FUTURE. 

The SS FUTURE is a huge labyrinth of a Star Ship, 
covering 256 screens of the most amazing high 
resolution graphics ever seen on the Spectrum, 



THE ULTIMATE ARCADE ADVENTURE 

jyt9€(R©MAiiOA 

AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT 

PRfCED £6.95 INC P & P FROM: 

MICROMANIA, 14 LOWER HILL RD., EPSOM, SURREY KT19 BLT 





Action! 



Feel your temperature rise as you 

battle to control the overheating 

boilers, your challenge Is to 

fight and defeat the machinery, 

but the pressure can become 

intolerable! 

Boiterhouse is an all machine 

code game with keyboard 

or Joystick 

options. 






To: Front Runner, K soft distribution, 
620 Western Avenue, London W3 OTU 



Rush me. 
Name 



.Tapew of bo lie mouse 



Address 



Post code 



Telephone. 



I enclose a cheque/ pq made pavawe to 
K-soft distribution for E 



I 



or debit my Access /Visa* 

D#ece as applicable 

l would like to he ar news of more Front Runner 

release-s I li Yes 
Please allow 21 days for delivery 

mm m\ am mt — *« ii «'!■ m « 




E6.95 IncVAT 
48K Spectrum 




Meet the Challenge 






Available on the 48K Spectrum 

© Broderbund ™ 1984, 

Licensed to Software Projects, Produced by Software Projects, 
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Power hungry leaders of the repressive 
Bungelirtg Empire have stolen a 
fortune in gold from the peace loving 
people, and you have just discoverer" 
their secret underground treasury. 
Your goal/ To recover every last ing 
of Buugeling booty. You'll be running, 
jumping and climbing heroically, 
solving, perplexing puzzles and drilling 
passageways through stone floors and 
barriers using your laser drill pistol. 
You'll need more than fleet feet and 
good looks to get through this mission 
alive. You'll need quick wits and brains! 

CREATE Y01FR OWN GAMES! 
Lode Runner Is more than a fast action 
g<tme* It's a game generator that lets 
you design your own puzzles and 
scenes. You can move, add and take 
away countless ladders, floors, trap 
doors, crossbars, gokl chests and 
Bungeling enemies. It's easy and 
there's no end to the variations, 
challenge and fun. 
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Software Projects Limited, Bearbrand Complex, Allerton Road, Woolton, Liverpool L25 7SF 

Telex: 627520 Telephone: 051-428 9393 (4 lines). 



dud*, almost simultaneously, to avoid the logs 
and low hanging tree limbs in the Petrified 
Forest, The only way Thor tan get jifdm the river 
b lo hop on i he turt lei.' back*. These turtle* 
vomcl imt-i get tired and submerge at the wrong 
moment, much to Ttlofa dismay! To add to Tiler's, 
tlitlkullles, hl4,irUi cncm\ Fat Broad is Hailing 

on the other side to ambush him. if Thor* tuning 
is good, the Doohy Bird is overhead, the 
prehistoric bird will pick him up and carry him 
■cram 

Ttwr must build up plenty of speed during his 
downhill run before th* cttff . Timing is crucial, 
loo. If Thofs balance (a off or he is loo slow he 
Kill crash into the ravine or l lie lace of the dfef I . 
Once wer the tfift, Thor faces his most rlif fkuli 
chdlfciKjej the uikJnk. eruption, in addition In 
[he obstacles on the ground, he is showered wi 
boukfers from (he sky. 

Once again thor must ua» lh* river CHI the 
*~T backs. Then, at Ust, he must face the 
lurl If f ho* Can get past the dinosaur and 
info the cave, be has onh a short way to go to 
testae Cute Chick. On his way. Thor must dink 
under staiaglites and jump over StafagmUes to 
avoid crashing.' 

If Thor does crash, don't worry: he has IK* 
whects. Hut True Love is calling llltb, so use all 
your agility and cunnirvq L.i help him rescue 
Cutr Chick t 



Send a large stamped addressed 
envelope far more detailed 
information on our new releases, 
plus a free large poster. 

All sales enquiries to; 

Colin Stokes 

(Sales and Marketing) 

For Mail Order only: 

Software Projects, P.O. Box 12, L25 ?AF 

Selected titles available fronrts- 
Jonn Menzies, HWV, Boots, Wool worth. 
Spectrum and other large department 
stores and all good major software 
retailers. 



Available on the Commodore 64 

© Sydney 1084. Licensed from Sierra -on-line ™. 
Licensed to Software Projects. Produced by Software 



Please send me a copy of 

EC'S QUEST FOR TIRES D £9.95 

LODEKUnriER □ £9.95 



Please tick 
where applicable 



I enclose chequc/PO for ......... .„, 

(Please add £1.00 for orders outside UK} 



Access Card Mo. 

name 

Address 



1 •■■■•'■1ft 



For Mail Order only; 

Software Projects P.O. Box 12, L23 7AF 
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Damned by the nasties 
of the coal miring industry and 
their lacky socialist puppets for challenging the authority 
of their leadership when a If he needed was compassion 
land warmth in his hour of need- poor Monty Jooki 
Lservfcn g a long stretch at He r Ma [esty 's pleasure. But the 
heavy handed authorities hadn't counted on the 
wave of national outrage at our littJe 
friend's Indisposition or the devious tricks and 4* 1 
skills of his tone time friend Sam Stoat nf 

Wateh carefully for the thrilling and netve racking 
adventure these two encounter In ^MF-. 
springing Monty from 
his expectant doom. 
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remJin's collection of software 

hits are a must for any enthusiast's Xmas list 

From fast moving action in Suicide Express to the absorbing 

skill of Monty Mole, play with Gremlin .mil those long ("Id 

winter days will pass in a flash. And don'! be greedy -think of 

friends and family as well -they make gre;ii gifts and ai a uo"d pn< e 

Thanks to a little Gremlin Santa's job will be .1 little easier ihfrycar 
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Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423 
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THE HITS 

Here they are — the computer game awards everyone in the business has 
been biting their nails over. Who has won the coveted PCG award for 
the Most Poked Game? Which chauvinist pigs will be celebrating rheir 
capture of the Most Sexist Gome title? We canvassed a huge cross-section 
of games players. In all categories their four judgements were unanimous. 
Here are the results. 




ORIC GAME OF THE YEAR: 



Classic Bating 

This wonderful hurst! racing simulation 
was certainly the most addictive Oric 
game we've received in the last 12 
months. It has to be said, however, that 
there weren't many contenders fur this 
title. Zorgons Revenge would have 
made it, but it came out just too early. As 
it is. Salamander's Classic Racing, with 
excellent graphics and animation, just 
made it to the finishing line ahead of Lhe 
rest. 



VIC GAME OF THE YEAR: 



Pharaoh's Curse 

This game so impressed us here at PCG 
that it almost beat Quo Vadis in the 
balLle for the Game of the Month slot, 

Fifteen gripping screens of treasure- 
gathering, mummy-blasting, rope-climb- 
ing, trap -dodging, spine-chilling action 
make Hesware's program an outright 
winner for the expanded Vic. 



GREATEST ATMOSPHERE: 



Forbidden Forest 

Our Game of the Month in April created 
a spooky atmosphere of monsters and 
magic. Headers often advised us not to 
play it at night, and good advice it was 
too. Cosmi's Commodore masterpiece. 




SWEATIEST GAME: 



Decathlon 

This is the game which has been keeping 
washing machines working overtime for 
the past few months. Sonic people wear 
shorts and running shoes: if you don't, 

ail that joystick waggling leaves you 
feeling soggier than wearing a wet-suit 
in a sauna. 
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P€6 Special 



BEST THIS IS THE AGE 
OF THE TRAIN' GAME: 



Suicide Express 

Loco, on the 64. was a PCG Game of the 
Month. Slop The Express on the Spec- 
trum was a PCG Hit. But the best game 
with a train had to be Tony Crowther's 
Suicide Express on the 64 from Grem- 
lin Graphics. Jt had everything; great 
music, superb graphics, intriguing 
gameplayand bags of excitement, 




'10 



MOST MAPPED GAME: 



Sabre Wulf 

No sooner was Ulti mate's swashbuckler 
on sale than fanatics were at work 
mapping out its 25b locations. We 
printed the first map, and where we led 
others followed. A Spectrum super- 
game. Sabre Wulf should soon be 
appearing in a)! the best atlases. 



MOST POKED GAME: 



Jet Set Willy 

A clear winner Perhaps the only game 
this year that was more poked than 

played . 



MOST PLAYED GAME: 



Chuckle Egg 

Sabre Wutf made a late run. but didn't 
quite have the legs to catch A&Ps 
disgustingly compulsive game. Some 
people have been known to play this 
game for six or seven hours at a stretch, 
egged on by the desire to make it into 
PCG's high -score tables. Chuck ie Egg 
just might keep on clucking through 
another year. 



MINTERestGAME: 



Ancipital 

October's goatoid Game of the Month. 
Wacky, zany, witty, crazy, hairy, hippy 
.and heavy. And a great '64 game! Good- 
ness knows what Jeffs got up his llama 
wool sleeves torus next, 





The lords Of Midnight 

Beyond decided that this brilliant com- 
bination of adventure and war game 
merited a new description, so they cal- 
led it the first Epic game. And epic it 
certainly was, with over 4,000 locations 
and a cast of millions packed into the 
Spectrum. The size, the quality of the 
graphics and the complexity of the 
gam ep lay all made Midnight into some 
thing the tikes of which we had never 
seen before - but many games in the 
future will bear signs of its influence. 



BBC GAME OF THE YEAR: 



Elite 

Despite competition from great games 
like Frak' and Fortress, Acornsoft's 
Elite was the clear winner lor the BBC, 
The amazing 3D graphics, the sheer size 
of it and the terrific shoot-'em -up action 
make it an absolute necessity for Beeb 
owners. 
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BIGGEST LET-DOWN: 




Alice In Vi 



A crying shame, this one. When wc were 
given a sneak preview of the game our 
collective mind was blown, We hadn't 
seen anything like it since the tea -lady 
slipped something funny in the drinks 
last Christmas. But when Audiogenic 
sent the completed game a couple of 
months later, a great wailing and 
gnashing of teeth were heard, It was a 
duffer and no mistaking, Pretty 
graphics, but there was no game there 
and, therefore, not a lot to play. Ah well 
Mavbe next time... 



BIGGEST RIP-OFF: 



formula I 

No contest here Outright winners were 
Spirit Software, whose racing game on 
the Spectrum - complete with 'Steering 
wheel' was first advertised back in 
February. The game finally made its way 
into long-suffering purchasers Spec- 
trums this autumn, after much anguish 
and a certain amount of interest from 
the authorities. Let's hope this is one 
category that won't have to be awarded 
in 1985' 



WORST PRETENTIONS: 



Devs Em Machina 

The Spectrum game that takes you from 
the cradle to the grave to the accom- 
paniment of a "soundtrack' on another 

tape. 

Trie seven ages of man - cribbed from 
Shakespeare, mangled by Automata - 
give you a number of very dull games to 
play. References to l Dcfect Police 1 , 
clones etc. are meant to give the game 
some significance as a warning about 
the totalitarian future, but this doesn't 
really work given Automata's unfailing- 
ly infantile sense of humour. Not even a 
star-studded cast could save it . 



MOST SEXIST GAME: 



B.C.Bill 

A real battle for the honours here. Strip 
Poker, from US Gold, had a strong 

claim to the title as players gave their all 
in an attempt to strip the assets of 
Melissa and Susie. Bui victory goes to 
that prehistoric macho-man B.C. Bill 
from Beau Jolly. His subtle courtship 
methods - clubbing down a female and 
dragging her back to his cave by her hair 
- win him this coveted PCG award. 
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Beyond Competition House, Famdon Rood, Market Harborough, 

Leicestershire LE19 9NR 




Available for B.B. C. Model "B" , 
Electron, Spectrum and Commodore 64. 
Espionage is available from ail leading 
High Street Stores and quality Computer 

Games Specialists. 

p*. £8.95 

Retailers contact Mr. Len Fisher on 
our telephone hot-line (0642) 227223. 



A GAME OF INTRIGUE & SKILL IN THE OIL BUSINESS. 




The greatest animated graphic adventure yet f with over 

70 screens to discover and conquer. 

For the BBC and ELECTRON 



• \ 



Play with Fire! 
The best shoot 'em up, ever written lor the BBC. 



C.S.M. (Consolidated Software Morketing}. 

Suite 40, Strand House, G real West Road., Brentford. Middx. IW8 9EX. Tel 01 -560 41 91 



PCG's 1985 DIARY 




Sensational exclusive! We reveal the New Year's hottest 
events before they happen! 



JANUARY 



1 Sinclair announce their new computer,, 
the 'Mystery'. The company say il 

'out-performs anything in the Pentagon'. 

MA new Liverpool software house 
colled Enigomi is formed - they My 
Imagine got things bode to front and 
promisei nohyp*. 

IE Enigomi announce the imminent re- 
«/ tease of two 'hyper -mega gam*!' 
which the/ say will beer no relotion to 
Software As It Is Known Today. 



27 



Jeff Minter releases a game featur- 
ing a man-eating hamster. 



FEBRUARY 



8 PCG publishes o letter from c Mr Jack 
Russell af Coventry saylrtg all Spectrum 
owners a re vi olentj uni ntel ligent yobbos . 

I ft ^'^ eo '^ t5 ' t announce they have the 
I V mail-order rights to a staggering 
new product - a ZX81 emulator for the 
Commodore 64, It will allow '64 owners to 
play almost the entire range of ZX81 
games. 'We believe there -is a huge 
demand among '64 owners for classics 
such as Hangman and Breakout,' said a 
spokesman, 

MA Mr Jack Russell is mugged in 
Glasgow by □ gang of stocking- 
masked youths wielding rubber 
keyboards. 

1 Q Sinclair's 'Mystery' receives its first 
I Q public viewing, They promise they'll 
have one you can actually turn on by the 
end of the month . 

OA The National Coal Board enter the 
Jb W software market in a desperate bid 
to recover losses from the coal strike. Their 
first title is a platform game calfed Manic 
McGregor, 



25 



Teaser ads begin for Legend's new 
game The Great Game Wait, 



ARCH 



4 Video Halt reveal further details of 
their ZXBl emulator. 'Not only will it 
faithfully reproduce flickering graphics on 
the 64,' soid the spokesman, J it will also 
give Commodore users the full benefil erf 
£X81 sound-' 

8 PCG's exclusive Gome of the Month 
has an incredible 100,000 screens- all 
identical. 

*% ft Software Projects announce their 

• w hot new release 'Matthew Gives Us 
The Willy's', The company offers £20,000 
for o set of fOKES to debug it, 
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Jeff Winter releases a new game 

featuring a four-wheel drive yak. 



APRIL 



1 Sinclair deny that their ads promising 
delivery of the Mystery 'within the 
decade' are misleading. A spokesman 
says; 'Full production will definitely get 
underway by November 198°.' 



22 



ment. 



Top-selling '64 programmer Tony 
Crowlher heaves Wizard Develop - 



nC An exciting mail order company 
J£ J Dispiriting Software place ads for o 

3D space gome which comes complete with 
moulded plastic spacecraft. 



MAY 



4 Ultimate announce they will now con- 
centrate on the Commodore 64 and 
MSX micros. Seventeen Spectrum owners 
commit suicide, 

1 O Details are released of the ZX81 
I A emulator's programmer. He is Igor 
Rom User-Port, a 65-year-old inmate of 
the Home for Distressed Hackers. 'We 
have great faith in his ability/ said Video 
Halt, 'He has written the best Space 
invaders ever for rhe Texas 1 Pocket 
Calculator. We expect greot things from 
him,' 

^JL Alarmed by PCG's booming sales 
■V figures, Computer ana' Vjctao 
Games, Crush and Big K Announce a 
merger. The new mag is colled Big 
Computer Crash. 



JUNE 



7 Automata release a gome called for 
Out and Intellectual in which you have 
to loser blojl your way through little grey 
blobs representing Kierkegaard's existen- 
tialist philosophy while simultaneously 
watching a home video of the Sex Pistols, 

OCThe Enterprise is launched, de- 
■ v scribed by journalists as 'the hottest 

computer of 19B3'. 

On PCG receives 200 letters complain- 
J> r ng that Dispiriting Software's 3D 
space game hasn't yet arrived. 



JULY 



5 'We expect great things from Mr 
User-Port, 1 soy Video Halt, adding: 
'the ZX8"| emulator has yet to appear 

because of his difficulty in obtaining a 
ZXS1.' 

IO Jeff Minter releases a game featur- 
O ing a nudear -powered bison, 

O J Elite launch a new game coifed The 
Jh * Hy pesters and offer a free holiday 
in the Carrfbean for the writer who gives it 
the most grovelling review. 



AUGUST 



1ft.Mfl5tertronic slash their program 
\M prices to 50p and offer a £20,000 
prize to the first person to buy one, 

QO Enigami say their ultra -hyper- mega 
Jt •■- games are almost complete. They 
deny the company is facing financial 
pressure. 

M Salisbury's announce their bid to 
enter the software market. Their 
first title is called- Welly's Trolly. 



MEim 



7 PCG hold a gomes exhibition in the 
Shetland Isle*. It's a roaring success 
with a total attendance of 50 people, Jeff 
Minter and 4,000 sheep. 

1A Video Halt announce that their 
tZXSI emulator merely needs 'a little 
mare time' for completion. 'We confident- 
ly expect to have it in the shops within the 
next millenium,' a spokesman said. 



OCTOBER 



1 Joy stick manufacturers are accused of 
bribing software companies to encour- 
age the production of Decathlon gomes. 

3 Jeff Minter reveals he's run out of hairy 
animals to feature in his games. 'I'm 
into hairy plants now, ' he says. 
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Jeff Minter releases his new gome. 

It's colled The Cactui. 

Sinclair go bust. 



wm\i:H: 



3 The first copy of Dispiriting Software's 
3D space game is received by a reader 

in the Falkland Islands. The plastic, 
moulded spacecraft is 1 inch high, 

I ft ^'^ een Japanese companies 
I 9 announce they ore abandoning the 
MSX standard in favour of a more power- 
ful one, It is rumoured to be 100 per cent 
compatible with the Spectrum. A spokes- 
man soid: J At rast the people of Jopan will 
be able to pray Jet Set Winy.' 



mmm 
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2Enigami's super-ultra-hyper-mega 

games appear. One features a thing 
eating dots in o moze. The other involves 
shooting little green aliens as they try to 
invade Earth. 

O | UFOs land in Britain, but find 
W I everyone indoors shooting little 
green aliens and reading PCG. So they 
leave in disgust. 
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Cassette & map/ cftart £9*95 
48kSPECTRUM COMMODORE 64 
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\am€i to atietch the mi 

Yacht Race 








Black Slreak ha-s 
rsunied buoy 1 
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Qq^fy^p Hill MacGibbon Ltd, 92 Fleet* 

V^ Alfprograms created by Five 1 



Telephone 
01-353-6482 
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Three gargantuan ghostbusting prizes - 25 programs 

of your choice 



WIN A MOUNTAIN OF 




GAMES 



You've heard all about the all-action movie — 
you've read all about the remarkable game (see 
p58)„ Now lick your lips over Ghostbusters the 
incredible competition. 




Three mouth-watering first prizes are on 
offer, people. Just imagine being able to 
choose TWENTY- FIVE different games 
for your micro. And then being sent 
them ail for free. If you win this competi- 
tion, that's exactly what you'll be able to 
do -you can choose AN Y 25 titles, up to 
a total value of £250. 

What's more you'll get a great package 
of Ghostbusters gear including a T-shirt, 
a record and a copy of the game from 
Activision. We'll also be giving away this 
package to the 20 runners up in the 
competition, 

Sounds good? You said it. Get those 
entries in. 




Four action shots from 
C host busters. 




How to enter 

Take a look at these three pictures. Each 
is a blow up of a small part of one of the 
four action shots we've printed from the 
Ghostbusters film. All you have to do is 
work out which picture comes from 
which action shot. Then send us, on a 
post-card (or write on the back of an 
envelope) the following information; 

- your name and address 

- y our ph o ne n u mber i f y o u ha ve on e 

- the micro you own 

the letters (in the right order) of the 
action shots from which the blown up 
pictures are taken. For example, if you 
think picture 1 is from shot A. picture 2 
from shot D, and picture 3 from shot B, 
write; A.D.B. 

Post your entry to Ghostbusters 
Competition, Personal Computer 
Games, 62 Oxford Street, London 
W1A 2HG. The closing date is January 
21st. 

After that date we shall make a draw 
from the correct entries. The first three 
out of the hat will be declared WIN- 
NERS. The next 20 will be runners up. 
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Dream arcade action from Taskset and PC© 



WIN A DEFENDER 

CONSOLE! 



What a prize! In conjunct! 
giving away this stunning 
genuine, full-featured unit 
arcades! 

This amazing prize will offer you 
hours of play on one of the must 
sensational arcade games ever program- 
med - and you won't have to dip into 
your pocket for a single lOp bit! just 
imagine - if you're really mean you 
could practise for hours before swan- 
King out to the local arcade and beating 
your chums hollow! Qr you could invite 
your friends round for a championship 
play-off that won't cost anyone a penny! 
Jn addition to the arcade console, 
Taskset are donating 25 copies of Cad- 
Cam Warrior, their latest 8000 screen 
blockbuster for the Commodore 64. 
With games like Super Pipeline and 
Poster Paster already under their belt, 
Taskset look as if they could have come 
up with one of 1985's big hits, and 25 
rurmers-up will receive a free copy of the 
game direct from Task set- 
Now for the competition. All you 
have to do is look at the three simple 
questions below and enter the answers 
on the form, You must then complete 
the tie-breaker using not more than 20 
words, fill in your name and address, 
and post the form in an envelope to; 
Taskset Competition, Personal Com- 
puter Games, 62 Oxford Street. Lon- 
don Wl A 2HG. Closing date for entries 
isjanuary 21st, 1985. Good luck! 




Here are the 3 questions: 

1 Which software company has its 
offices in Bridlington? 

2 Which Taskset game stars a character 
called Bill Stickers? 

3 In which arcade do you encounter 
Landers, Swarmcrs, and Pods? 



TASKSET'S MASSIVE NEW 

CodCam Wamor is a stunning S.1P4 screen 
mega-shoot-'em-up from Taskset, who've already 

notched up o terrific reputation with gome* like 
Super Pfpefrmrand Poster Pos'ev. 

It is set mside a 'machine-generated environment" 
— 8,194 locations, every one different, and all 
leading to the System Core, which houses memory 

bonks their YOU musl repair! 

Each screen is different and IhrmtcnJ the player 
with instant destruction. You can succeed by 



I Taskset Camp ctition Entry Farm 

I Name If I met a Mutant on a bus, I would 

■ Address , (max20 words) 



The answers to the questions are: 

1) 

| 2) 



clearing every screen which may involve Waiting 
everything insighl, collecting objects or some oilier 
task, The {pome ii so vast, however, thai achieving 
victory in this manner could take days of continuous 
play, 

Taiket have incorporated an ingenious system 
that rewards your performance on a particular 
screen by making special 'short-cuts' available to 
the player. Once you've completed □ screen, the 
program offers you a choice ofexilS- Some wilt lead 
you further on your journey bul Others <t»uld lec»d 
yctu irtlo 6lG trovblel 

Unlike O lot of mulli- screen games, this one will 
keep your heart in your mouth every inch of the way 
(so be careful nol to cough while playing), AND 
■bere ore 25 free copies waiting for 25 lucky people 
in our couflpetilion - so gel your entry in now ! 

Above is jus) arte of the 8. 194 hostile screens 
from CadCom Warrior. Each screen shows a 
metallic design with two surfaces. The upper half 
shows ihe top surface of the plate and the lower half 
shows ihe charker, underside. Yoti will have lo da 
bottle on both surfaces to emerge victorious, 
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From America 




, .ts you manoeuvre for pcsii^n ond Irfto beot Hie And they know you're caking 



i ohwd H you eon. But whatever you Jo, rtoy on 
rse. / 



course. 

f m don't, one ol two things will hanpen. 

Vow'H slow down ami i QH valuable seconds getting back 

"nlo the race. Or worse, you'll end uf on the seal ol your 

sanh. / 

who lay! computers don't like lo fet dirty' 



squander your precious liei supply. of ,», A^ ^ u^ ^ V 

needles! to jay, Hiey don't issue parachutes on misssons 



As you soar over hundref s ol miles of distinctly unfriendly 
territory, the action Is ihi -k, fast and Irightemngly three 
dimenjiofral. 

Fighter aircraft. Surface- o-air missiles. Helicopter gunships. 
The attacks come Irom * rery direction. 
Even from behind, 



/ HOW TO ORDER 



lade payable to: St$TEM 3 SOFTWARE, and pod to the address below. Pleas* allow 7 to 14 ddV s for delivery, 
Oversea* Orders! Add El ,00 per game ordered. * 



"^ to. 1*1*' 



System 



□iiujare 



South Bank House, Block Prince Road, London SE11 
Tel: (01) 587 0873 



The long awaited follow up to FOOTBALL MANAGER 



„« 
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Available 
NOW for 



SPECTRUM 48K 



Price 
£6.95 



SOFTWARE STAR is the NEW 
game from Kevin Toms, who 
designed the Software Classic - 
FOOTBALL MANAGER. 
SOFTWARE STAR allows you to 
try your hand at running a 
successful software company, You 
have to cope with staff problems, 



game launches h advertising, 
financial problems and more while 
trying to produce chart 
topping successful games. 
One other thing, SOFTWARE 
STAR has that gripping 
Addictive quality that all 
Kevin's games have! 
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NOW AVAILABLE FOR YOUR COMPUTER! 

FOOTBALL 



J 



ttHSBOJEC; 



j^'iOfiw'iUw jlM0 



by KEVIN TOMS 



"Absorbing and realistic - Highly recommended /ay Times. February 1984 

"Completely fantastic - I want one g K April i3e< 



Some 



• Sav 
■> V 






NEED WE SAY MORi 




FOOTBALL MANAGER 


is a variable for (he following 




computers: - 




AMSTRADCPC464 , 


£7.35 I 
£7.95 1 


COMMODORE64 ., 


SPECTRUM 4BK 


£6.95 1 


ELECTRON , 


£7.95 
£7.95 1 


BBC MODEL B 


OR1C48K&ATMOS 


£7.95 1 


DRAGON 


..£5.95 1 


ZXB1 16K 


C5.9S 


VIC 2Q+16K. 


C5.9S 


(soon lor MSX) 





and 



[selected titles) 



In case of difficulty buy by mail order. 

Send Cheques/RO.sto:- 

ADDtCTIVE GAMES 

7a Richmond Hill. Bournemouth. Dorset BH2 6HE. 
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EVERYTHING YOU WANT FROM A HOME COMPUTER 

1. ATARI 6*K K*m . £1*9; Tr,e «afl 30DXL lias many families and incudes such advanced speci-ntalionj that you win 
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5. ATAHl 1BS8 COLOUrt ^hlMTFn . SSS- Pnmfr and I'lolK;, wtfi taut colour or.iphjc print capatjility. to column w-rJin pnnlmg Bl in 

characters pel aaec-nrj Can print, s. m and 2D cflaraolera per Inch S4 tnaracler slzea. Pnnu igi;[ <n * airecuona ChCre* of Hn« typ«s 
i, ATAHl 1 02? LE TTEfl QUALITY PR INTEfl - CM* For word pruceaatng -i-h w* i n profeaslonal type Print speed ot 24 cttars per s«yno 
7. ATARI TOUCH TABLET - U9: rn.ji>los you 5o draw aofl pulnt pictures on yyur T.V Bcreen, w>th itte 1og«b pi a alylus. 
A. ATARI trak ball CONTftOLLEH - E1S.BS: EnablsB curaor mon«rnon| in any diraclKm and adds arcade r*aiism to your jamas 
9 L ATjHj_StlPeBCQyTR0LLeB - £9,81; The ultimate ;uyitir;K *iih double flrg twttp*! 1o g in> you a grw lar comcBtn .Me edge in your aarnc j 

SILICA SHOP ARE THE No 1 ATARI SPECIALIST 




prise lisi and tol-our tatrilogue' 

Si^SSJ I"*.l' e *™ Si?*?*^^ : ^ W ! '"* in M ?" S """ : ' i Con[rs - flBhf i to -"*»«?' r ^P«"- "'■" Pfifawl 3M hai-oMdoa . rl marram,**,,,,* to tt» 
H» r O' 1 '- giving yim 11 lull ? y*br ^unraRlaa gn ,n.j. i:artpulrf \i ^on buy II rrOrn u» 

SPtCiALSST SUPPORT: i3ur tachnicai n.i'r im B*«M|r« nail ■ '^laplvfltia (o help ami arl^u you. We MUfHMKmr to now Hacki ol ertrv *!.r, 

HWipalttUB item ■**,(* • Sflfl »b s-tDok ovor M ftiou Boots and rruinLXra anoaarraur ro po« HKKI Di ewry *lan 

AFTER 5*1 FS SERVtCE; fejr r-Jiyw will BulUrnillcaliv bit ilddod te uur rnail.no I.U and yuu ■*.■! room* o<*a- 14I*. ntnlrUon and dWiritol n«* nauaaa and 
tl«»el(Kinie»ltl .is «n,J at jptcifil aHkra vUllctl on axi I'h> Alan Cofndutor Ownara rrN-BBK ana 

LOW PRICES' Our c-' ck am tMrmmlf cOinp«[il-.o and n win nonr-ally maltfi any |... wn r pfica gllgr«f by ttur cpmpal lors 

'^f °™^^, .^2," l . U * 1 !S !?.**£?* ' l0 Dll , A " 1 " -^fljJtel OWI.m irnwcta ot mnara y flu pur.-J«H* „0u, aquipmanl. *Jarr*ar*niIi ,S *REE ans 
antiliaii y*u to re c «« auli<fl,-ir. j^ng daiaili ri nrir ™im*n.= did devatopmanhi Send npw For your FflEC rtcrmabon aock, or*« Hi * tttaur caialogua 



PATMEHT: Wlaac^etMcaah, chaquos, pKial orijera indall Credit £\jrdi Wa 



alio oirqr creg, | faLifliei DHir 1 , lot 3 years, pieaaa wrila )m a «ir.1!an qud^stiffil 



xfrol St.! C ^rf BY I FH i E h : ^"S™ 1 ^; 1 a " D, "^ , ;# r,om S-'i^a Ghafl Vf nvrMilf »n| Dy lint elaas pM or parnaH po,r FREE OF CNr.R<SE Ai a t paei 3 l 
irlroo.clor r „f9r rar a linirad pawrt wily »* „ll t„ aa-iding ayi Oo«n»uaari and Dm DriM b T a norl day rjalnen, «rJlre « ojr iiidw 

5n fill In the coupon Iwlow with a llltmlur, enquiry or oidor ,nd begin la .ap«r|ence ■ apeclafiit Al«rf Hmce Ihal la aee«d Is i 



SILICA SHOP LTD, 1-4 The Mews, Hatfierie-y Road, Sidcup, Kenl, DA14 4DX Tel: 01-309 1111 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 



To: SILICA SHOP LTD, DeptWMi 0165, 1-^ The Mews, Hatherley Road, 
Sidcup, Kent, DA14 4DX Telephone: 01-309 1111 



i-ITERATUqE REQUEST: 



□ Please lend ma ^trnt FREE cciciur brochur** and 16 paae price lis! on Atari Compulart. 
E I own a , Vide^qiimo Q I „ W n a 



Computer 



Mr.- M raV Mar 
Address; 



'niliala: 



Surname . 



Pptlcode; 



_QPiOEft REQUEST: 

Pleaac aend me; 

] S60KL 6*K COinpular £tS9 

D BDD da K Computer , , £9B 

D iBio FVaaram Recprdar £34 

D 10$0 »7K Dlit Ortw £199 



□ 1B20 4 Co-lour Printrr 
D Leller Qualiiy Printer 

□ Touch Tatslel - Cartridge 

□ Trak Ball . . 

□ Super Contfollar - . . . 



. . EBB 
. £?4» 

. H9 

t19.« 

fB.M 



□ I *rpclc»e Chequt/P.Q. payable 1o S-mca Shop Limilcd fpr rne foilotrlng amounl £ . 



CPJEDIT CARD - Ptraaa debit my Aceessf&arelByc.Brd.'Vlta-'Amerleait Eaprwi/Dlrwts Club 
Card Numfiiir 



P.CG ..l/ss 
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SPACE MISSION SIMULATION 



rf] 



^i 



SOFTWARE 



A game of distinction CD from British Telecom. 

WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE 
LONDON WC2H 9DL. TEL: 01-379 6755/5626 

r 

Firebird and She Firebird logo'are Iffldemarks ol Brilisri Telecommunications pdi 



^Y*) 

m 



m? 



:2^pUS TWO ComputerGames 

62 Woodland Road, Chingtord, London E4 7EU Tel: 01 -529 1891 
We only sell the best and we will send out your order on the same day we receive it! 




Beach Head 

GhoSl Susie rs 
Monty Mole 
FullTrtrOtlle 

Pyjamarama 

Daley's Decathlon 

Frank N Stein 

Eddie Kidd Challenge 

Jasper 

Sherlock Holmes 

SabfEWulf 

Raid Dwer Moscow 



Frak 
Elfle 

Aviator 

Blagger 

Son of Blagger 

Tarzan 

Scrabble 

Eddie Ki rid Challenge 

Jet Pac 



Tank Commander 

Pharoans Curse 
Sham us 
Wuoda Waller 
Perils ol Willy 



SPECTRUM 

Access US Gold 7.45 

Acdvision 9.45 

Gremlin. , , $,45 

Micromega 5.45 

Mitogen 6.45 

Ocean e 45 

PSS ,. 5,45 

Martech .....G.45 

Micromega 6,45 

Melbourne..- 13.95 

Ultimate a 75 

USGnid 745 

BBC 

Aardvark 8,25 

Acornsott H.2S Disc17.25 

Acomsaft , 14.25Disc17.Z5 

Alligata 7.25 

A-iiigata 7.25 

Alligata 7,25 

Leisure Genius , , , , , 1 2.45 

Martech 7,45 



Uir-r;iU? 



VIC 20 

Creative Sparks , 5,45 

Hesware , 9,45 

Hesware , 9,45 

Interceptor 5.50 

Soft. Proj g.45 



Beach Head 
Ghost Busters 
International Soccer 
Monty Mole 
Eddie Kid Challenge 
High Noon 
Daley's Decathlon 
Tornado Low Level 
Summer Games 
Death Star Interceptor 
Raid Over Moscow 
Zaiion 



Blagner 
Guardian 
Micro Olymics 
Hunchback 
3D Bomb Alley 
Guns make 
Blitzkrieg 



COMMODORE 

Accesses Gold 8.95 Disc 12.45 

Aclivision.. ID. 45 

Commodore (RDm) 9.45 

Gremlin , ,,,, 7,45 

Martech , 7.45 

Ocean 7.45 

Ocean 7.45 

Ocean , 7.45 

Quicksilva 13.95 Disc 18.95 

Systems 9,45 

US Gold 9.4 5 Disc 12. 45 

USGold 9.45 Disc 12.4.5 

ELECTRON 

Alligata ,. 7.25 

Alligata 7.25 

Micro User 5.25 

Ocean 5.45 

Soft. Invasion . .. , 7.25 

Soft. Invasion ...,7.25 

SW Invasion 7.25 



7.25 Please send me 



Computer . 

Name 

Address.... 



I ENCLOSE CHEQUE/P.O. for £ 



P.C.G. 



Write or ph ne f or I ree b rochu re - don t forget to state mie ro. Postage and packing 50p in UK - Europ* please add 50p per tape. 



BARGAIN HUNTERS 

DO IT WITH ZEAL 



SPECTRUM SOUND BOOSTER 

with volume control ■load -save switch 
£ 1 4.50 Just plug in and go! 
Al I con n ection s exle rn al 

SPECTRUM POWER REMOTE SWITCH 
£2.95 



PLEASE SEND ME. (please tick* 
Sound booste' 

l6KRampack-2XBt 
Sage Emperor Keyboard 
JoyslfCk 

- Spectrum etc 

Dragon 
Prog. I F <or Spectrum 

I enclose cheque.' PO For 



Power Remote Switch 
Wieard Interface 
Joysi<ch Conv-erter.'QL 
6BC 1 (1 Player) 
BBC (2 Ptayara) 



D 
D 
D 
D 
□ 



Zeal Marketing Limited, 

Vanguard Trading Estate , 

Storforth Lane, 

Chesterfield S40 2TZ 



LONG-LIFE SURESHOT JOYSTICKS 



For: Spectrum, Commodore, Atari 

BBC(1 player) 

BBC (2 players) 

DRAGON 
Prog ram made interface {Spectrum) 
Wizard Joystick Interface 

For BBC (2 players) 
Joystic k Gonverte r f or Q L 
Saga Emperor Keyboard 
ZX81.16KRampack 
All prices inc. VAT &P/P 



Zeal Marketing Limited 
Vanguard Trading Estate 
Storforth Lane 
Chesterfield S40 2TZ 
Tel. 0246-208555 



ei 4.95 

£17.50 
£32,00 
£15.95 
£2295 
£1495 

£6.50 

■£54.95 
£17.50 
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R.FB. 5DFTWRRE 

THE NEW NAME IN QUALITY SOFTWARE 



FIERY FRED 



4BK SPECTRUM 




PLAYING FIERY FRED 

Your task is to regain your garden from the alien invaders. To help you 
fight Ihe feral beasls you are awed with the ultimate Mole-Blaster oi all 
time and to tap that there are rocks that come to your aid whEn you run 
below them. 

FEATURES 

* 1 00% M ACHI NE GO DE * B KU S L I VES 
*SQLMG AND COLOUR #HOLD 
#HI-RESGRAPHC£ * JOYSTICK OPTION 

* MULTIPLE NASTIES * FAST FIRE 

* HIGH SCORE * PROGRESSIVE DIFFICULTY 

LIFETIME GUARANTEE 
CHRISTMAS SPECIAL OFFER ONLY E4. 5D inc. (normally E5. 95} 

WrM to- 

R.F.B. SOFTWARE 

SOFTWARE HOUSE, 1 DRYDEN CLOSE, 
CANTERBURY, KENTCT1 1XW. 

Send order by istclass post and receive Fiery FrsdinJdays 




race Lee 



TM 




\ byRONJFORTIER 



Sta rt your scare h fc r the Wiza rd 
at the entrance to his fortress 
Throughout the search you bottle 
with the Ninja brandishing their 
bokken sticks. 

But beware of the Green Yamo. 
When you have overcome all 
the obstacles press the button 
and destroy the Wizard 
and his fortunes one yours. 

And remember you are 
Bruce Lee, one of the greatest 
masters of the marfiol arts! 

Both dtsk and cassette far Commodore 64 jf% m\ 
Atari 48K and now Spectrum. fflfflfflSyS 

SftCllJIM- ■j.^H-.itg^VnM'tvv^nn-irJ F^gfci Rfms jlI i tod ^*W_?Lr^^ 



SOFTWARE ALWAYS DISCOUNTED* 



M THAMI5 STREET, KINGSTON UPON THAME 5 01 -541 49M 
382 KINGS ROAD, CHELSEA, 5W3 01 -352 9«0 
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The section this month is completely dominated by the two new games 
from Ultimate, So much so that we've tabs I led bath of them Gome of 
the Month. Many Spectrum owners will already have seen the games by the 
time they read this - but perhaps they'll still appreciate our map of 
Undenvurtde, end some tips on bath games which aren't to be found in the 
instructions, 

Tif Nq Nog, Jasper! and Buggy Blast one also big hits an the Spectrum, 
while '64 owners will have to be content this month with Beyond's slick new 
package P$i Warrior. There's also plenly of impressive software far the 
BBC, Oric, Amstrad artd MSX machines - so turn the page and feast your 
eyes. 

The PCG ratings - marks out of 10 

MAPHKS: Are ihjy colourful, >1 amoyiiig? Is Ihere goad music? oAfontf Dks I hws depth? A 



realistic, ddoilKf? An? (nwtwH 
wefl oninwtaf? Is rawwneirt 
smoolh? Does the game look diffe- 
rent,. Or 15 it smiilaf to plenty of 
■cnfiers *n the moriet? 
SOUND: Does il iwceed in 
ocWmg good atmosphere fg the 
gome? Is ihtw plasty of nriely? Is 



0RIG4NALITT: D«: the gome 
carviain sigpifieafll new id™, v is 
il simply a rehash of orenfiedend 
lir*d Ih-mr;? When you ftay it do 
ytu thiil "Vftur, this is diftetwir? 
LASTING INTEREST; The 
rrosl iirpof rant ruling. Is the gorre 



long-term challenge? Will you slill 
be ptayina. il m a month's lime? 

OVDUllt TJi t*es into 
aaouil oil "he obwe, plus the 
price of the gnme. If we rJiinh il'j 
omrr-pri»d for wfnl il ~a, i\ oxti 

jet marked down. 



GAMES OF THE MONTH 



K n p^j hi Lor*: (Sprcirumt 56 

Ufdr^-rwi^rli-JsiJ^pe^clfijiTili 9Q 



PCG HITS 




Boo'y 
Turmoil 

BBC 


<?2 


Psi V/tftfiot (Commodore 64) 


60 


°2 


CosHeofG*ms(BBC) 


78 




TirNci Nog {Spef.tr urn) 


Mig htrrvore Mojo 


69 


Jatpef ! (Spectrum) 


so 


Duck! 


6B 


Buo^y Big 51 (Specrrum) 


84 


Qss1l*of Gems 


6B 


COMMODORE 64 




Eddie Kidd's Jump Challenge 
Felis Meeit fh*Evil VVeevils 


72 






72 


Ghosil^usre'5 


54 


Sctobbl* 


72 


Bnslles 


56 


Spaceman Sid 


72 


Reckat Soger 


56 






Haadache 


5* 


MSX 




Jinn Genie 


56 






Toy Eiiorns 


SB 


5 jiw Cob* a 


66 


Fighter Pi lot 


5B 


Cyrnic Bakery 


66 


Drelbs 


5fl 


Coco i n Ihe Cos1 le 


66 


BitdMolher 


40 


Tim&PiFot 


66 


CuHils*r1 inters the Tombs of Doom 
P* 1 Warrior 


60 
60 

64 


ELECTRON 




Sw-sow 


Edd is K idd '? J u mp Challenge 


72 


Altec 


64 


Fel i x meets itie E* i I Weevi 1$ 


72 


Sorcery 


64 


Spaceman Sid 


72 


Rnqvrtl 


64 






SPECTRUM 


52 


VIC 30 




Ffllly tHflfify 




KnigM Lii-n 


58 


Super Mull 


73 


Space Invaders 


58 


TirNniNag 


7B 


Mickey the Br i: ky 


72 


All ar Nothing 


60 

80 
80 


AMSTRAD 




Jasper 1 


Roland on the Run 


75 


Travel with Trojhmon 


84 


Holdf^jl 


75 


Sir Lancelot 


84 






Buggy BlcjV 


£4 
86 


ORIC AT MO S 




Underwurlde 


Styx 


76 


Mr Freeze 


yO 


Fire Flash 


7c 


Melfdown 


90 






Country Cottages 


92 


VIDEO NASTY 




Insvrgflncy 


tocoinrheCasrlg 


66 



r>FTH WALKER 

Coiimthsin PrLtfrmry 
Ckefatatand owns a. 4SK 
Spr<i[um tw which he 
claims In haiie* 'hclisi' 
*iFi»-»ii collection Ltwars 
□Id. 




JIMMY IHIM 

A "i'mrw-r m our i\M7iFK.lili(jn 
1*1.1 I--- i.i.i <^Hrhliii(j •■.■■ i^v. 
irfj&i frTwtttoi sfflBcwe Aytd 
1 6. lives irifiarnjlcy 
■Yorkshire and rcwrbf a '64 uttdJ 
-a n "j * pa nd ed Viz 20 . 




0WtS*Ui*SW 



FOG'S Innjj.suiftnr™ cililur. 
*$ed 57 and ownoi old 
S^jULlrum And Comrhildurf 
64. T<m busy Hdilini} the niuu 
ID iptind ax much IrrntH-llf d 
iiki al (hi- fc'.i-hr.ar J 




r>JHIKK 

A Ifc-jTirdd Ircm LoiHkm. 
Ik* nninjwjrti on A-tfu-ls 
H« *««s lojSptctrumarjd 
RRCori rjplh of wtiicti lie's 
5t'i;n Al;u'k^ r^! juirmc f E > a H ii "( 
wiinLhi^piclun: pushed 





F[ 






»misnmi 

A«d ] V, Jiis (ob m 
mlDTTiialiflfi teclinolouy 
tjvrt him Kcr«lto iffliM^ 
FiuunrciKiirnilcrl fcmioyi 
btiiif an K'fi s |»^| 
brtauHr" T hk* r^ti^iplt 
bvoy parrels' 





HASH MAP SHAU 

rt ] 7 -ytar-ulil Vol froin 
Comnw*»c*4 Bfi* vie 29 

UrtienlH!'! IH)<pb«Tijnnt 
uT kir AD ' W usuries - r>r 
prD£pamim?n$ i>n^ ■"■! h r .s 
□wn - tiESikrapfiulLif^apky, 
Eishingajid hotkey 




lAJUimtAIHMHS 

jN$[(uni£d I9and BnHmN 
be caf kl San, U'L-irtti i'n|| ■ 
[iraic far Jt'G anJ slrnwi b 
mean [onch un mukm |irfK-s. 
wficnshfirnjlliKiSiiisy 
Hjj]ijii,wi(|i I^CG'i kup 
nuilbau 




A*10[h*T lb «ar nld.wurlis 
Kwi OOmpulLTshisji in 
L ikmu wtmA dMmi* 
Ha^kjHjuiiil knaibkdfp vf 
scvmbI (NiflwMiid ililferenl 
arnipulwjjsiiwi. 




UIIMCOSLWIIItA 

fi Uyfttruld LOJidOuitruiKl 
«impiiicr£ddia <J*?iSfi 
BBC, Oric. fCLMI.ilKl* 
umkt.71 ?J<S I . Also »riK-i 
praEnmiAjid hisondorH' 
puhTisiitdinPCfi 




MUrlVH mnn 

Aj^xJ 1 S and Inta in 
AylL^bun-. Bucks 
pr."j;ar!iu TurO Ifvi'lt 
Uwrw a Specimm 48K bui 
ilKHlkeslooi bill, music 
iiHlMi(w-Uoiiui 




MVWWIHHt 

A J & year-oW ITOW1 
Cfei'aLcTnnd an3^vi AlHtOi- 
CruTm. Hl's rL*d hi? mii^ro 
iftyen inanrtliji and i< .■ 
h-.vi arJvenLuner. >a hi ;■■ 
>Lil E bnn£ paiiiiha a. rjil ijj 
Catalan hEdUtirvg. 



hukmim 

fell -time ItG ilail v.-ri(i;r (if 
enunnouii iff (hjr UNI Under 
30! J las n passion, fix fail- 
imrnnj Breackjamft 
Loathe:* advurclun:!, Tfuficar 

Ci-ij-c wi,r|,|':nc yLTffn i>\ 

SitQppttm ROiJttf Raid'.' 




A l^-!fi'*r-frUJ TrumO^rtinJ 
Wnti Urififln ar«d f^indt 

»iih four alhtr rrilctot 
fjiinys nhyinj Chuckle ££#. 




AnMhurfu II Linv? >l.i! f •>, nur 
hti'sjlruady worked hit way 
Lhnjuuh a riiimiv-.- nunKir mI 
uarici indil l£wmcn1hi-lu! £ 
fci 'i *l POO. rWi\l 1 9 and 
Die D^i-lieir Ola Sinclair QL 




MOlUa F*TtV 

rtgtd 14anifoiii«]rtilli 
CaunliridDc. Evsryonf m Ills 
daje nt SLh.<inl has a micro - 
Kk Tdnl "i ir sc-l:" .-iiis- .i triaitd 
lafl impn'ssh-'L" ^ritinEsivIc-- 
Jii^ JaQicr vnjrks fur tnt- mi|> 

htfenr 




STIWIHFIL1T 

AJloHlCsuflhiKr'M 
n»ncft.h*l3 IgilKlllVrsLii 
Bcd'nfd LiirusphfinK^iLh 
CDTTtTlLjIXK and plaj'-n t "Hh 
wurdji. 




STIVfCHVr 

P^CO'SJS-vi'tir DJd deputy 
cd i 1 r - ho.> -■ S prdnj m , 
■J wd 10 Own -i I/iTix ind h.i^ 
I'uhI boilgnr eui Amalrard 
w-hkh. hi tc« as- Lhr \kA 
th z ri|! e* n c t Ul t «d vrn c *rf 
adrvcMurt pVirY|i.-i. 
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Sft :• SPECTRUM • SPECTRI 



KNIGHTLO 



The inlay card fur Knight Lore 
makes intriguing reading, 3D sce- 
nario' it says. Also, amazing 
animation Plus 'Fitmation, a unique 
process whereby you have complete 
freedom within the confines of your 
imagination to do its you wish with any 
of the objects and items. Sounds like 
the usual promotional con? No, this 
game is as much of a breakthrough as 
Ultimate claim. 

For a start, the graphics arc astound- 
ing. There have been pienty of 3D games 
in the last year, but this one is in a class 
of its own. The characters and objects 
are large and completely solid, not just 
line drawings. The perspective is as clear 
arid convincing as you could hope for 
and yet, the action remains satisfying^ 
fast and precise. 

You might think ail this is just pretty 
window dressing. In fact, the 3D pre- 
sentation is essential because most of 
the game's numerous puzzles simply 
could n l be displayed in 2D 

The story goes like this: Sab re man, 
having escaped from the jungle and the 



Undcrwurlde now finds himself afflicted 
by a curse which has made him a 
werewolf. The only being who can free 

him from it ts a certain wizard who must 
be located and given certain objects to 
create the necessary spell. 

So, Sabrcman spends his time roam- 
ng through the wizard's Fscher-likc 
castle, trying to get safely through 1 00- 
plus rooms, picking up objects en route. 
He has 40 days to complete the task - 
the passage of each day being indicated 
at the bottom of the screen where a sun 
and a moon rise and fall alternately. 
Every time the moon rises, Sabrcman 
changes into a wolf, clearly a nasty 
experience even though the wolf does 
look rather cute. 

Rut it's the challenge presented by 
individual screens which makes the 
game. There are spiked floors to be 
avoided, floating paving stones which 
may sink when you jump onto them, 
and evil barbed balls which fall from the 
ceiling Then there arc brilliantly drawn 
ghosts which rush through at dangerous 
speed, armoured guards plodding sober- 
ly in straight lines, and white spheres, 
which usually bounce gently around the 
screen, but can also act as a kind of 
ball-bearing to roll paving stones from 
one place to another. 

These elements have been combined 
in different ways to create the most 
ingenious puzzles. In one screen an 



object you need is surrounded by spikes 
- you can drop onto it from above, but 
escape seems impossible However, if 
you stand on a sinking paving stone for 
just the right amount of time, you can 
create a path to safety- Elsewhere there 
are objects hidden under paving stones, 
as well as booby-trapped objects - col- 
lecting one might cause barbed balls to 
fall and block your escape, 

Control ol Sabreman marks a depar- 
ture for Ultimate, There are two keys to 
turn him left and tight, another to move 
him forwards, two more to jump and 
pick up objects. This mode of movement 
takes a little getting used to, but at least 
the company have abandoned their tra- 
ditional control key layout in favour of a 
much more workable arrangement. 
Joystick owners have an option called 
'directional movement' which many 
people will find even easier. 

One criticism uf the previous three 
Ultimate games was that interest in 
them was bound to wane once they had 
been solved, f don't (hink this will 
happen with Knight Lore, because even 
after Solving the game, there will still be 
the challenge of solving it in fewer 
'days'. 

There's no doubt about it. Ultimate "s 

magic is as powerful as ever, Knight 

Lore will be every hit as influential as 

A tic Atac was a year ago. It's a 5 pel 1 

1 binding triumph, Chris Anderson 



WHAT THE INSTRUCTIONS DON'T SAY 



As with all Ultimate 
games, the cassette inlay 
is less than explicit about 
what you're actually meant to do 
in Knight Lore. Now all can be 
revealed: 

Scattered around the many 
rooms of the castle are various 
objects such as crystal orbs, po- 
tions, hoots, and crystals. Vou can 
carry up to three of these at once. 

Once you've picked up three 
you must find the location in 
which the wUard walks around 
his cauldron. One of two things 
will happen. The flickering spell 
on top of the cauldron may attack 
you - in which case get out fast. 

Alternatively, it may flash up a 

» PCCAMES 



picture of an object. If you have 
this object, move it into the 'drop J 
position of your status display 
and then hop over the side of the 
cauldron (avoiding the wizard). 
This effectively drops that object 
into the brew. 

You simply have to keep re- 
peating this procedure with fresh 
objects until the brew is com- 
plete. The bad news is that you 
have to put in no less than 14 
different objects - which could 
take some doing. But it can be 
done. (Both Underwurlde and 
Knight Lore were solved by 
games freaks within a week of 
their release.) 
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GAME: GHOSTBUSTER5 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
FROM: ACT! VISION, £10.99, £19.99 D 

Ghosthusters has some beautiful 
touches, The first is the horrible ghostly 
laugh that drifts out of the set when the 
game is loading. Then on tomes the 
chart tupping theme music, with the 
words appearing line by line on the 
screen so you can sing along brilliant! 

Bopping around on the chair I intre- 
pidly pressed the Fl key and went into 
the game itself. Your first task is the 
rather mundane one of getting your 
spook-huntinp franchise and getting a 
loan from the bank. 

The next screen displays a selection of 
ghostbusting equipment and their 
prices, and you have to eonsider how 
best to spend your resources. The hard- 
ware includes a choice of car (from 
coupe to station wagon) and traps, bait, 
image intensifiers etc 

The next step is to press E, which 
shows you a map of the town, with your 
position represented by the Ghostbus- 
ters logo. 

Your aim is to eatch 'glimmers' and 
stop roamcrs' from reaching the 
dreaded Temple of Zuul. Koamers are 
yellow ghostly creatures, and quite easy 
to catch by freezing them. Pressing the 
fire button you then see a representation 
of your car on a three lane road and 
when they appear you suck them in with 
your vacuum Slimers aren't such a 
doddle. 

Stopping outside a red flashing house 
- which means there's a slimer inside, 
you press the fire button When you get 
there, you have to deposit the trap, 
station your men and catch the blighter. 
For this you receive money. If you 
manage to catch enough slimers and 
avoid paying damage when the marsh- 
mallow man appears (press B quickly) 
then you might make it to the Temple. 

To reach the Temple of Zuui you must 
be able to cover your bank loan, then 
creep past the patrolling marshmallow 
man to reach the top of the building and 
confront Zuul. 

The four kinds of screen you sec aren't 
graphically brilliant but definitely come 
up to standard. Difficulty is determined 
by the amount of Psycho- Kinetic energy 
(PK) in the town. As your PK goes up 
the harder it gets. The PK will rise 
drastically if you miss any of the ghosts. 

When it reaches major proportions 
around 10,000 - the Keymaster and 
Gatekeeper will reach the temple and 
you. unfortunately, are bankrupted and 
foreclosed by the bank. 

Body popping music, good graphics 
and an obvious sense of fun, J felt this 
game lived up to its hype - and will be a 
real blast for people who enjoyed the 
movie, 

Samtintha Hem ens 
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GAME: GRISTLES 
MACHINE; COMMODORE 64 
CONTROL; JOYSTICK 



PROM: STATESOFT, £8,95 C r £10.950 

This game about painting houses comes 
with a comprehensive 12 page set of 
instructions. Don't let this put you off - 
it is in fact a simple game of slapping 
emulsion all over a house, 

Each house has a number of rooms 
connected by lifts and steps which allow 
you to move from one to the other, 
painting as you go. You have to paintthe 
entire house within a time limit which 
gets shorter on the higher levels 

Each dwelling has a selection of 



hazards which you must avoid. For 
example, Brenda the Brat puts hand 
prints on the walls and has to be kept 
q uiet with a can dy sti ck . 

A series of malevolent buckets also 
causes problems with flying half pints 
whizzing across levels, dumb buckets 
shuttling up and down floors and their 
leader, the buckct-ehucker, pursuing 
you relentlessly. Don't worry though, 
some of them don't appear until higher 
levels Avoiding these horrors is mostly 
a matter of jumping, ducking or moving 
quickly to another storey of the house, 

There is a total of 48 levels. Each level 
consists of eight buildings containing six 
levels, The graphics are good and you 



GAME: ROCKET ROGER 
MACHINE; CBM 64 
CONTROL) KEYS 



FROM: ALE.IGATA, £7,95C, £1 1.95 D 



You control Rocket Roger, our intrepid 
hero with backpaek-and-all. in his effort 

to collect 99 crystals from above and 
below the surface of a planet where his 
rocket has crash-landed without too 
m u c h appa re n t damage. 

It is an eight-way scrolling game with 
a little too much similarity to Son of 
Blag&er for my liking and I do not think 
the added feature of being able to fly 
compensates for this. The thirty square 
feet of playing area boasted does not 
seem to pose as big a challenge as Son of 



Blaggerhui it is still pretty difficult. 

The planet surface where you start is 
littered with volcanoes spitting lava and 
you aren't safe From these anywhere on 
screen. Spaceships and descending 
meteors are also early dangers but judi- 
cious use of your jet pack and the fire 
button can get you past them, 

The crystals fuel both your jet pac and 
your spaceship so you have to keep up 
your collecting to avoid crashes, This 
isn't easy in the caves where laser beams 
and sliding doors bar your way, 

Graphics are slick and professional in 
all respects, including the nasties which 
guard the entrance to the lower world 
and all those in the underground zones 
which the game is divided into. The 



CAME: HEADACHE 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK, KEYS 
PROM: FIREBIRD SOFTWARE, £2.50 
This is one of the first in a new range of 
games from Firebird Software, sold at a 
price that won t break the bank, Firebird 
arc a subsidiary of British Telecom and 
not surprisingly, from the people who 
brought you 'the power behind the 
button, a keyboard option is given. So 
what do you get for your money? More 
than you might expect. 

This simple, yet originally presented 
game, is made more compulsive by a 
change of opponents with every level 



and good sound effects, including ex- 
plosions and a noise similar to the 
Tardis, of Dr. Who fame, taking off, The 
final touches are a pause facility and a 
music on/off option a shortcoming on 
most other games. 

As Ned, a robotic-looking character. 
you must run around a head-shaped 
area collecting impulses from what 
appear to be people sitting upright, and 
carry these to either t, rather small- 
looking brain at the top of the head or to 
the neck. Blocking your path is Head 
Banger, an unfriendly little chap who 
wields a hammer and runs madly about 
the screen chasing you. His aim in life is 
to give you a fa I a I h cad ac he. 



GAME: J INN GENIE 
MACHINE; COMMODORE 64 
CONTROL: KEYS, JOYSTICK 
PROM: MOOMEGA, £8.95 

Jinn Genie is another Commodore 
game set in mystical Arabia. Your aim is 
to find the magic jar, the only vessel 
capable of holding and banishing the 
wicked Ifreet. Yr>u must save the Gol- 
den City from his evil ways! 

In the first screen you must fly 
through the flying devils on your magic 
carpet. You can also destroy them with 
magic spells, To do this you press the fire 
button on the joystick, which will make 
ii spell causing a cloud like sprite to 



appear. You then manoeuvre it round 
the screen until it is over one of the 
devils. This sounds fiddly but it is quite 
easy to do, 

On the second screen you must find a 
window which opens for you, by climb- 
ing various ladders. This is a bit of a con 
really, since it is always the eighth 
window you try! 

On the third screen you must light 
various torches which will enable you to 
find the magic jar, 

Finally, you come to the inner sanc- 
tum where you must trap the Ifreet in 
the jar. Again you control both the hero 
and the jar with the joystick, using the 
fire button to switch between them, If 
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can choose one of eight different pain- 
ters to use as your character. 

Each of the skill levels is different, 
which stops the game from getting bor- 
ing. For example, on level two your 
painter uses invisible paint! And on skill 
Level six, not only is the paint invisible, 
but you have to paint all eight buildings 
in the dark! 

After you have completed each build- 
ing you Eire given a word which will 
eventually make up a sentence. This 
makes the game even more addictive 

I recommend all Commodore 64 
owners to add Bristles to their shelves. 
Painting has never been such fun! 

Sleven Filby 



scrolling is what you'd expect from 
Alligata - the best. There isnt an awful 
lot of sound though. 

An i m portan t word o f warni n g - YO U 
CANNOT USE A JOYSTICK!! Boo! 
Hiss! I hear you cry. Never mind, there 
arc only four keys to use, and you can 
really forget the jump key with your 
supcrjetpac. 

You could collect crystals or simply 
explore the underground caverns. 
Staying in a zone will result in being 
killed by a vicious football. Do not hit 
the edges of the caves or any aliens 
Don't run out of fuel either. All will 
result in losing one of your five lives. 
Plenty to keep your interest for a long 
while. Simon Chapman 



Head Banger is helped in his mission 
by the Throbs - evil aliens who start off 
as 'jelly -fish' -I ike creatures but mutate 
on later levels to weird and wonderful 
things like potato waffles and octo- 
puses. If Ned beats the clock, which 
ticks relentlessly as he races about, and 
defeats Head Banger and the Throbs, he 
moves further into the game. My only 
criticism of Headache is that it is some- 
times awkward to move Ned up the 
ladders. 

This game shouldn't be discounted 
because of its price. It isn't a great game 
but it isn't bad either and it won't be a 
costly mistake if you're not entirely 
happy with it. Fraser Marshall 



you manage to get this far, which isn't 
too difficult, the game starts again at a 
harder levek 

Fortunately you can start at higher 
levels, which is a good idea since the 
first level is so easy it becomes a bit of a 
bore- 
Sadly, most screens are of good old 
Manic Miner type. Despite the tact that 
the graphics are very colourful and of a 
good quality, and that the game has a 
good story, at ES 95 it is a bit over priced. 
There are many other good platform 
games that are a lot cheaper, so unless 
the price of this game is brought down, 
you might be better off buying one of the 
others Steven Fitby 
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MACHINE! COMMODORE 64 
CONTROL! KEYS, JOYSTICK 
FROM: AC Tl VISION, £9.95 
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A highly original game where you must 
guide Merton the maintenance man 
through 'hours' of turning off valves in a 
factory, [f you don't turn the in off, you 
get balloons that fill up and float 
gracefully to the top of the screen and 
mutate into nasty little gremlins. 

These baddies - don't be fooled by 
their "innocent toy 1 acts - will hop 
around the platforms and six pistons 
where you may jump out and nab 'em. 

To make life difficult, the overweight 



Hefty Hilda regularly appears and turns 
the valves back on. There are bonus 
phases (called Safety Checks'), an in- 
creasing n umber of Hildas and gremlins. 
and changing arrangements of plat- 
forms to keep up the interest. 

The display is really just a side-on 
view but there is just a hint of 3D on the 
platforms. Merton has to run along the 
platforms, jump over Hilda and the 
other deadly nasties, and super- bounce 
onto higher levels. 

A game with a good tune at the 
beginning of each 'hour' (level). There is 
a time limit on the game so be quick to 
get those gremlin si 

Animation is smooth and the sound 
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©AMEsDRELBS 

MACHINE; COMMODORE 64 

CONTROL: JOYSTICK 

FROM; US GOLD, £9.95C r E12.95D 



This is one of those simple two-stage 
games which get progressively harder 
the longer you play. 

Stage 1 places you on a screen clut- 
tered with revolving panels, which you 
must arrange in sets of four panels so 
that they form a square, 

Once you construct a square out of 
four panels it colours in. Nudging all the 
available panels into squares takes you 
on to the next phase of the game. 
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GAME! FATTY HENRY 



MACHINE! VIC 20 UNEXPANDED 
CONTROL! KEYS, JOYSTICK 



FROMt SOFTWARE PROJECTS, £5.95 
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Ever been worried about being eaten? 
Well here you are a nice fat little fish 
called Thwitchy Thwilly plucked from 
your watery wonderland and thrown 
into the oven of a first class restaurant. 

Trapped in the oven you find flames 
licking along the bottom of the screen - 
put them out or your goose (do 1 mean 
trout?) is cooked. Thwitchy automati- 
cally drops towards the flames so you 
have to have a light touch on the 
joystick or keys to avoid fatal crash es. 



The flames are extinguished by collect- 
ing the drops of condensation that form 
at th e to p of th e owe n an d r eleasi ng the m 
onto the Tire below. 

Necdlcsstosay things aren't as simple 
as that and there are a variety of hazards 
to overcome. You can select any one of 
six screens to start at, but some are much 
harder than others and you would be 
wise to begin with the first screen that 
appears on the demo run. Different 
dangers appear on each of the ten 
screens but one ever present risk is the 
flames that shoot up a column to try and 
fry you. 

Other threats are flying pieces of food, 
a rotating spit and the infamous animal 
of the title - the restaurant's pet dog. 



CAME; FIGHTER PILOT 



MACHINE; COMMODORE 64 
CONTROL; KEYS. JOYSTICK 

FROM: DIGITAL INTEGRATION, £9,95 



Here at last is one of the greatest flight 
simulators for a home micro, translated 
from the Spectrum. 

Six options, from landing practise 
through to thrilling 3D air-to-air com- 



bat, plus four skill levels, comprehen- 
sive controls, and good instrumentation 
make this a winner for anyone who 
longs to lake to the skies. 

Sieve Cooke 



GAME: SPACE INVADERS 
MACHINE! VIC 20 JN EXPANDED 

CONTROL! JOYSTICK.. KEYS 
FROM; LIVE WIRE, £4,90 
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Its a long time since Fve seen a micro 
version of this game, the grand -daddy of 
them all. 

Even though I enjoyed the game for its 
nostalgia value J have to admit that it 
isn't one of those games that age cannot 
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effects are continuous without being 
offputting. Pity there's no music-as- 
you -play which ] do enjoy. 

It's a little awkward to bounce onto 
higher levels at times. Detail of the 
graphics is only reasonable but it does 
not need to be superb to be an entertain- 
ing and pleasant game. 

One of the better new releases from 
Activision but, surprisingly, the loading 
of this game is around seven minutes. 
So, it would benefit from a faster loading 
system. 

However, I think it's neat, well pre- 
sented and with enough different varia- 
tions to be worth the rather lengthy 
initialwait. Simon Chapman 



There are a couple of problems, 
however. The first one moves clockwise 
around the perimeter of the screen, 
blasting off the occasional bullet and 
another patrols the rest of the display, 
shifting panels (but without filling in 
squares) and killing you on contact. 

What's more, every so often a hideous 
face will appear in one of your filled -in 
squares and leer at you. When it dis- 
appears you find you've got to fill the 
square all over again. Occasionally this 
ugly mug is replaced by a damsel in 
distress, whereupon you jump into the 
square and give her a kiss, thereby 
earning mucho (or should it be macho?) 
bonus points. 

The second phase is very simple - you 
find yourself on a screen littered with 
images of your Drelbish self which you 
must walk over, whereupon they turn 
red and flee from the screen for bonus 
points. While you're doing this, a robot 



Fatty Schizo' Henry who is very fond of 
fish. 

On each screen there are also layers 
through which a droplet of water cannot 
pass. Then you have the tough job of 
trying to dip below these to release your 
burden without getting hit by a flame. 

It is annoying that every time you I use 
a life all your fire-fighting is undone and 
you start again in a sizzling hot oven. 

The graphics are chunky and there is 
only one basic screen with variations 
but it's an original game concept and 
very well packaged for the unexpanded 
Vic, There are no fancy tunes but some 
oven -like sound effects as you rush 
ahout trying to save your bacon, 
er- -sole? Bob Wade 



wither. But this is a reasonable version. 
It has chunky graphics and smooth 
movement that will not disappoint you 
if it's a game you want to play. 

Peter Connor 
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patrols the screen blasting away verti- 
cally and horizontally 

Success, however, just starts you all 
over again, with more enemies (of the 
same kind, though) to thwart you. 

Drelbs is graphically attractive, easy 
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to play, and enjoyably addictive when 
you start. Though I'm inclined to doubt 
whether the addiction will last all that 
long- Steve Cooke 
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MACHINE: COMMODORE 64 
CONTROL: KEYS 

f ROMl LEISURE GENIUS, £12.95 

The Whodunnit board game on your 
home computer, and a pretty straight- 
forward translation it is too. No stun- 
ning animation or sound - although 
each character does have his or her own 
theme tunc. If you like board games 



you'll like this but then you've prob- 
ably got it already. The only advantage 
this has over the original is that you can 
play by yourself, with the 64 taking all 
theotherroles. Peter Co n n or 
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OA Mlt BI RD MOTHER 
MMMHlt COMMODORE 64 
CO MTBQU J OY STI C K ^^ 

FROM: CREATIVE SPARKS, £7.95 

The world of nature is the setting for this 
original game which with its stunningly 
depicted hires background, looks just 
the place to spend a summer's day. 

As Bird Mother you must collect 
falling twigs to build a snug little nest. 
Having caught a twig you must drop it 
onto the nest and build, bit by bit. With a 
little practice this part of the operation 
becomes second nature, you just have to 
look out for the rocks and stones falling 
from the sky... 



In your nest, you must now lay three 
eggs. These rapidly hatch into fledglings 
and need to be fed with the insects 
which fly about the sky at random. 

You pick up twigs, and food for the 
fledglings by pressing the fire button. 
This opens and closes the birds beak, 
but you have to be very accurate. 

The flying insects are frustratingly 
hard to catch making the second screen 
more difficult than the first. At the same 
time, a man paces backwards and for- 
wards across the bottom of the screen, 
viciously throwing his walking stick into 
the air. 

The fledglings are exceptionally hard 
to protect and have to be bumped about 
the screen, being careful not to let them 



get off the edge of the screen . 

With these dangers avoided and your 
fledglings fattened up, you must "now 
teach them to fly. The main problem on 
this screen is a ravenous hawk who just 
loves the taste of baby bird. On comple^ 
tion of these three tasks you move onto 
a higher level. 

On a change of screen, a different, 
although similarly repetitive little ditty is 
played throughout, which can become 
very irritating. Despite this. Bird 
Mother is one of the most colourful and 
we 1 1 -animated games for the 64 and 
should appeal to those of a gentler 
dispositions making a refreshing change 
from all-out destruction. 
Fraser Marshall 



GAMES CUTHBERT ENTERS THE TOMBS 

Of DOOM 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 



FBOMc MICRODEAL, £6.95 



You are in the tombs of Ledromica and 
you are trying to find the temple of Rah 
where you will be rewarded with a great 
treasure 

Trie tombs consist of over 200 screens 
through which you must pass. This is 
made difficult by the fact that you 
continually have to pick up keys to open 
doors which block your path. It is 
essential that you don't hang about in 



doing this because in each section of the 
tombs you only have a limited supply of 
oxygen. You only get more air when you 
open the door to the next section. 

There are also treasures trapped in the 
walls and these can be picked up for 
points. Greed can get you into trouble 
though since some large batches of 
treasure are trapped behind doors 
which you don't need to open in order 
to complete the course. This may leave 
you a key short and you'll asphyxiate 
quietly in a corner. 

Your biggest problems, however, are 
the tomb-dwelling nasties that magically 
appear through the evyl' portals. There 
are two ways of dealing with them: the 



best way is to zap them. Or you can take 
on the monsters with one of your three 
magic lamps . If a m on ster i s touc hed in a 
room of the same colour as the lamp it is 
instantly immobilised. But you can use 
the lamp only once, after which it has to 
be refilled by gaining 2,000 points in a 
chamber of the same colour. 

In some rooms there are also trans- 
portation chambers which can move 
you around the screen from one to 
another, often getting you past an other- 
wise impassable obstacle. 

The rooms are repetitive so the real 
test is how much perseverance you 
have. Size alone can't make this game a 
winner. Bob Wade 
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I Psi Warrior 



Psi's, Id's, surfboards, net projectors and 
remote viewing may all sound compli- 
cated but the wondrous plot and theory 
of this game surround a straightforward 
enough task. 

You arc in a §0-level ex-missile silo 
which has been taken over by psychic 
energy forces intent on destroying the 
human race. The Pisi's and Id's are 
psychic entities which are controlled by 
a Source at the bottom of the silo. You 
have to destroy the Source and thus 
banish the forces. 

Your only weapon in this battle for 
survival is a Psi-net projector which 
traps the Psi's and Id's so that you can 
drain their energy. The nets and the 
energy are also vital for your battle 
against the Source since to beat it you 
have to have a massive store of energy 
and the ability to hit it with three nets. 

Your own energy comes in four 
varieties: a main type, which ticks away 
as a time limit in which you must destroy 
the Source; board energy, which runs 
your surfboard and can be replenished; 
and Psi and Id energy which are 
obtained by draining the equivalent 
monsters. 

Board energy is replaced by entering a 
60 PC GAMES 
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teleportgale, several of which are dotted 
around the silo. Psi and Id energy must 
be kept roughly equal as an imbalance 
will cause problems with control. 

To help you traverse the silo there are 
lifts, slides and bouncemats (to break a 
fall) but hindering you are turquoise 
lines which you cannot normally pass 
To get down the whole silo you will need 



Steve Cooke 



several psychic powers which can only 
be used when you have enough Psi and 
Id energy. TeJcporting wi!| take you 
back to a teleport gate while Invitation 
allows you to move over gaps or obsta- 
cles. Remote viewing allows you to view 
away from your body in black and white 
while invisibility confuses the Psi if they 
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are pursuing you. 

AJI these skills take Id energy to fuel 
them and Psi energy to control the use of 
Id. This may all sound complicated but 
basically it is a matter of zapping mons- 
ters most of the time so that you can gain 
the powers to reach and overcome the 
Source, 

The graphics are excellent and the 
feet' of the surfboard is terrific with 
great sound effects accompanying the 
skid of your board or the crackle of an 
approaching enemy. Bob Wade 
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Another set of amazing specials from the 
software house with the reputation for 
fast machine code action, high resolution 
graphics and unbeatable quality. 
Games to keep you enthralled. 
Games to get hooked on, but 
never bored, because once 
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I Enclose a cheque' PO* fart _ 
Charge my Access Card No. 



Signature . 



Allegata Software Ltd 
1 Orange Street, Sheffield SI 4DW 
Tel: (07«J 75ST96 



Address 



•Payable to Alligata Software TAllow 7Sp for post and packaging 

Des patch is formally made on receipt of order and should reach you within 7 days 
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GAME; SEE-SAW 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 
F»OM:QUICKSlLVA, £7.95 
According to the blurb on the cassette 
cover, the Evil Lord has imprisoned t he- 
members of your brotherhood in his 
castle, and it is your job to rescue them. 
If doesn't actually say what you and the 
rest of your kind are - but by the looks of 
things I'd say bald hedgehogs conn 
close. 

Anyway, on with the game! A quick 
press uf the old fire button presents you 
with an attractive 3D view of a two- 
furreted stone castle with a front of 



coloured bricks, and the lord's grinning 
henchmen (er .. . they're frogs ...}. 

The Evil Lord wanders up and down 
at the lop of the castle behind the bricks. 
Occasionally he stops to push a brick, 
which moves with a realistic grinding 
sound, and topples over the battlements 
onto the see-saw below. 

You. poor hedgehog, are situated 
upon the aforesaid see-saw. You must 
not only dodge the falling bricks, you 
must also avoid being catapulted into 
oblivion as they strike the see-saw. 

Provided you manage to keep out of 
the way, you then have a chance to get 
your revenge by shifting the fallen bricks 
on the sec-saw so that when the next 



GAME: AZTEC 
MACHINE) COMMODORE 64 
CONTROL; KEYS 
FROM: BEYOND, £8/95 



1 had entered the South American rain 
forest with some trepidation, it's not 
even,' day that you search for an Aztec 
temple. Soon I found it and explored it 
to my heart's content, That is where the 
fun really started. 

Okay, now you know that Aztec is yet 
another exploration game. Fortunately, 
unlike Quo Vadis and its ilk, Aztec is 
random so there is little point in map- 
ping from one loading to another. 

The temple is randomly generated on 



each load and consists of floors con- 
nected by steps, You have to explore in 
search of the Golden Idol, fighting off 
monsters and opening treasure chests to 
find useful objects, 

J he Temple itself is uninspiring in its 
design and one room looks much like 
another. The interest is in the various 
chests you'll find, the contents of which 
are vital to your survival and the success 
of your quest. 

To negotiate the eight storeys" takes 
skill, and there is a level of difficulty 
selector to keep you in tight spots. 

You control a fully (though rather 
jerkily} animated Indiana Jones-style 
figure, who can walk/run/shoot/jump 



Et SORCEfiY 
MACHINE; COMMODORE 64 
CONTROL! JOYSTICK 
FROM3 VIRGIN GAMES, £7.95 

There has been a noticeable improve- 
ment in the titles that Virgin have 
brought out for the Commodore £54 
recently- Luckily, Sorcery continues this 
trend. It is a straight conversion uf the 
Spectrum game of the same name that 
proved relatively popular. 

U was conceived by Martin Wheeler, 
the idea of the game being similar to thai 
of Ultimate 's legendary AticAtac. 

The wizard moves about the screens 
(17 of them) by levitation and doors. 



However, in each location there is a 
monster or three that would just love to 
star in the next Hammer House of 
Horror' movie. 

From under the very noses of these 
ereepiesyou must take objects (by press- 
ing the fire button) and use them at 
certain points during your quest to 
destroy the evil Necromancer (boo! 
hiss!). Of course you have to find the 
purpose of each object by trial and error 
But this aim is made more complex 
since it is only possible to carry one 
object at a time. 

Ultimately you must place one of the 
objects on the altar at the final location. 
Stonehengc (yup, another spooky set- 
tingj. But if you leave the wrong thing 
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GAME! F (REQUEST 
MACHINE; COMMODORE 64 
CONTROL: JOYSTICK, KEYS 
FROM: THE EDGE, £9.95 

Firequest brings with it some great 
adaptations from such classical com- 
posers as Bach and Caruli. each screen 
having its own rendition. However, the 
gentle music slowly rippling out of your 
TV set can always be replaced (press the 
F3 key] by some rather coarse sound 
effects. But these are best left to moulder 
unless classical music isn't your hag, 
You could, of course, always turn the 
sound ctown. 
The first screen appears at the touch 



ot a button, filled with Ugh, green grassy 
slopes, a sparkling river next to a fiery 
mountain (no less) and some rather 
carnivorous, hairy Spiders, Those of you 
with high blood pressure may need a 
cardiac unit on hand as you tackle the 
first of what turns out to be one of seven 
joystick jamming screens. 

Frustrating? Yes" But. boy, once 
you've got the hang of it you're up and 
away on your fearful quest for fire. 
Problem is, how far you're actually 
gonna get! 

You're not only plagued by the regular 
nasties found in most games, but also 
exotic looking things like fumaroles and 
malicious firebolts that spring around, 
not forgeiting those other little cavemen 
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one fails, it may - if you're clever - 
catapult another up into the air, taking 
one of the Evil Lord's henchmen with it 

The basic idea is to knock a gap in the 
row of henchmen guarding the lord 
(who grab hold of everything I hat passes 
them, including you!) and catapult 
yourself onto the battlements, causing 
the cowardly lord to flee. 

Although simple, in concept, See-saw 
is infuriatingly difficult and involves 
enough logical thought and fast actions 
in manoeuveringthe bricks around (you 
can only move two at once, and some 
are twice as heavy as others!) to make it 
playable and compulsive. 

Jeremy Fisher 



and even use dynamite. But the price 
you pay for this complexity is a heavy 
load of 21 functions all accessed from 
the keyboard. And that's no fun when 
you've got a high -level toughie to deal 
with, 

Sound effects are minimal, but then it 
must be said that this game was written 
in 1 982. so it's only to be expected. 

It wilJ be a while yet before Aztec 
loses its appeal - the fact that it has 
survived for almost three years in the 
cut-throat software market is proof 
enough of that. But todays '64 owners 
demand today T s hi-tech games. And 
Aztec is a bit long in the tooth . . , 

Richard Patey 



there, watch Out 

Added to ail this, there is a fiendish 
time-limit and a percentile gauge of your 
energy - if either run out then you re 
dead. 

Everything about this arcade- 
adventure is polished; from the clear 
and colourful hi-resolution screens, to 
the sound effects and tunes, 

The sudden thunder ctaps and light- 
ning (lashes which occur during the 
game are also excellent Animation of 
both monsters and wizard is effective, 
being fast and flicker-free, 

It presents a lasting challenge ... until 
you can defeat the Necromancer at 
Stanch enge, but then this will take some 
time to fathom out. Kit hard Paley 



who seem to be out to hinder you at 
every turn, 

The 3D perspective has certain short- 
comings, but it doesn't really detract 
from the game's payability which, 1 may 
add, is based pretty much on milli- 
second timing. 

Even when you've worked out how to 
do a screen you're not going to be able to 
get through it every time. 

Jf you finally manage to complete all 
seven adventures The Edge promise 'a 
lot nicer surprise in store for you than 
most of those you've met and conquered 
travelling the Adventures of Ugh:, 

Wonder what it can be ,,, your own 
pet hairy tarantula? 
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GAME: 5UPER COBRA 



MACHINE! MSX 

CONTROL: JOYSTICK, KEYS 
FROM: KONAMI 
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This conversion from the arcades is best 
descrihed as a cross between Scram bis 
and Blue Thunder. 

In your Cubra chopper you are on a 
mission into enemy territory to grab 
booty from their base. The landscape 
scrolls from right to left and your chop- 
per can move up, down, forwards and 
backwards. The opposition appear in 
several zones the first of which pits you 
against ground- launched missiles and 
tanks. The missiles take off sporadically 



and arc across the screen, sometimes 
wrapping round and reappearing on the 
other side ifthcy miss you. 

The missiles and tanks can either be 
shot or bombed, both armaments being 
operated by the tire button. You also 
have to bomb fuel dumps to stay air- 
borne. 

If you can survive zone 1 you are on to 
an even tougher section where the mis- 
siles no longer come at you but UFO's 
oscillate up and down the screen. The 
best strategy here is to keep low, moving 
up and down only slightly to keep the 
oncoming UFOs in your line of fire. 

Next you're on to a short tunnel 
packed with alien weaponry, promising 




CAME: COMIC BAKERY 
MACHINE: MSX 

CONTROL: KEYS, JOYSTICK 
FROM: KONAMI £ 



Comic Bakery has you taking the part of 
a pot-bcilied chef in a bun-fight with a 
band of rascally racoons. 

Bakery products move along the con- 
veyor belt and tumble off the end into a 
lorry. The racoons run along the factory 
floor flipping the on/off levers with their 
tails and slopping the flow of goodies. 
Others run along a platform above the 
furnaces and dangle their tails down, 
sweeping cakes off the belt. 

The playing area is about three 
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CAME: COCO IN THE CASTLE 
MACHINE; MSX 

CONTROL* JOYSTICK 

KUMA, £6.95 
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My first MSX game to review and thi$ is 
what I get: a program that looks more 
like a magazine listing than a profes- 
sionally produced piece of software. 

I do not exaggerate. You are Cuco (of 
clown fame), and the game certainly* 
makes you fed pretty foolislfc .The! 
Creepy King has kidnapped your fiance 
and you are supposed to rescue hex. 

There arc nine screens, each of them: 
exceedingly boring and none of them at s 
all original. 'Awful Arrows' has Coco 



'leaping' across chasms while arrows 
come 'speeding' toward him. 'Sharp 
Spears' Lwts soldier?: thrusting upwards 
whik Gmo tries to leap across. It's like a 
screen that was thrown away from 
\HiiHchbaek. Other screens have Coco 
; performing similatly unoriginal tasks. 

On one parti cuUtriy tedious screen 
Coco has to cross a pofrd (or is it a 
puddle) by leaping on the backs of 
turtles. These rise and fall from the 
'depths with great sloth, flay it, and 
you'll understand their Jack of enthu- 
siasm: it's not hard, it's not original, and 
it's not at alt pretty. 

i The graphics, though, are what first 
strike you about this game. They fill in 
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GAME; TIME PILOT 
MACHINE: MSX 



COHI WOfa JOYSTICK 

FROM: KONAMI 

Time Pilot has been around in the 
arcades for quite some time and still 
attracts a fair number of punters want- 
ing a good blast, This cartridge is a pretty 
faithful copy and provides the goods if 
zap ping is what you re in to. 
The scenario of the game is very 



simple. You control a jet-fighter and 
must do battle with successive waves of 
enemies, beginning with the antique 
biplanes of 1910 and going through the 
present day to the sort of airborne 
weapon that Ronald Reagan dreams of. 

Control is similar to Asteroids - you 
mtatc and move forward, spewing out a 
stream of bullets. It can take some time 
to master the art of movement, but once 
you've cracked it it s plain flying. 

The green biplanes area "t too difficult 
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a real 'gauntlet run' at the higher levels, 
first time round though its a cinch. 
Your only problems Eire the stalactite- 
likc missiles, which periodically drop 
from the roof. Accurate shooting, a 
quick knock-out of a vital fuel dump, a 
little crafty hanging back to wait for 
threatening missiles to fail and you're on 
to the home run of level 1, This time the 
tanks are firing their lasers, so you're a 
proud pilot when you dodge their blasts, 
and the hurtling missiles, and hover 
down to the booty. 

The MSX strolling can't match the 
smoothness of the Commodore, but the 
sound gives you all the zaps, bangs and 
crashes that you want Bob Wade 
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screen-widths in length, and a scanner 
shows the state of the furnaces and 
position of the croissants as they move 
along the belts, so you can quickly 
identify bottlenecks even if they're off- 
screen. 

Dealing with the racoons on the floor 
involves giving them a quick blast from a 
spray gun and kicking them out of the 
way. The ones on the platform above 
can be immobilised by jumping up and 
spraying them simultaneously. 

Whenever a furnace is switched off 
you must run to the switch and turn it on 
again by moving past it, The spray -gun 
Only holds a limited number of charges, 
but will recharge itself slowly if you run 
out You have three lives which are lost 
by bumping into the beasts. 

There's a dock at the top of the screen 
which counts rapidly through the 9-to-5 
working day. At 5 o'clock the hooter 
goes and a bonus is awarded according 
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on screen like the illustrations to an 
adventure game - incredibly slowly. 
When at last they have appeared, you 
will be amazed by their crudity. 

The only good point about this prog- 
ram is the introductory music, which 
gives a jaunty lift to the player's spirits. 
Alas, the sound effects during play are 
awful. 

If software compatibility merely 
means finding a Juwest common de- 
nominator, MSX is not going to be the 
brave new world that was promised. 
Coco in the Castle is a rotten game. 
Lets hope the MSX circus can find 
some more entertaining acts. 
Peter Con nor 
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to sec off: they fire few- bullets and less 
bombs. At the end of the wave you have 
to destroy their controller, a red Zeppe- 
lin which lumbers across the screen . 

You then warp on to 1940 to face the 
more formidable challenge of WWII 
fighters and bombers These throw a 
great deal more lead in your direction 
and also get on your tail in hot pursuit. 

Next, you're in 1970. Now it'swhirly- 
birds. They're faster than the first two 
waves and they also fire semi-guided 
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Then it's the present - 1984 - which but you just do the sarnething^^^*^ 
was presumably in the future when this The graphics are colourful enough 
game was written. Sleek jets are after Qrnj4 **—-«™->J =» -*—- «*.-*.- 
you here, again firing those black and 
nasty missiles. In 2001 you're up against 
blue flying saucers sending out their 
futuristic missiles. 

The trouble with Time Pilot is that 
after 1970 it doesn't seem to get any 
more difficult or introduce any new 
elements: your opponents may change 



missiles. 
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The graphics are colourful enough 
and the sound is okay. But overall Time 
Pilot's now looking a little bit dated. 
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Et NIGHTMARE MAZE 
MACHINE! BBC & 



CONTROL: KEYS.. JOYSTICK 



FROM: MRM, £5.70 



This game is basically a cut down Pac- 
man in three dimensions. Your job is to 
send your character around a simple 
maze collecting keys. Once you have the 
required number you progress to 
another maze where you repeat the job 
hindered by another set of monsters. 

The first maze is occupied by a strange 
bunch of creatures called the Springy 
Things, These may look rather stupid 
but they move very quickly and you 
have to be very quick to avoid them The 
game is played against the clock (pre- 



sumably you have to escape the maze 
before your nightmare ends) so strategy 
and precision control are musts. 

Occasionally, to help you keep going, 
a cup of black coffee appears and 
collecting this not only adds a few 
seconds to your life but also freezes the 
monsters so that you can rush round 
a nd gat her I ots of k eys , 

Nightmare Maze has some pretty 
nice graphics and the 3D effect is fairly 
good. Your enemies float above the 
ground and casta shadow, and the puff 
of smoke which appears when you die 
hovers quite convincingly. Colour is 
used quite effectively and despite fairly 
small characters the general effect is 
pleasing, Sound isn't too impressive and 



neither is control - directions are de- 
scribed as 'up -I eft', up -right' etc. 

On a joystick you can overcome the 
difficulties by turning the joystick 
around, but on the keyboard you run 
into real problems. This is something 
you come up against in all Q*Bert -style 
games, but it never seems to get any 
easier. 

To be perfectly honest 1 didn't think 
Nightmare Maze was that impressive 
and MUM. although they've included a 
number of nice touches (such as the 
floating assailants and the cup of cof- 
fee), seem to have forgotten that origi- 
nality is the name of the best games 
these days and we won't be fobbed off 
with rehashes. Rob Patrick 



OAM«;DUCK! 

MACHINE; BBC 

CONTROL: KEYS 

fROMt FIREBIRD SOFTWARE, £2,50 

I eagerly loaded this curiously named 
game while 1 read the instructions. Et 
reads: Farmer Tubby is out to bag a few 
ducks, and maybe a swan for his dinner. 
His trusty blunderbuss is small comfort 
against the zany hazards and surprises 
he encounters. Can you help him?' It 
also tells you that Duck! is the daftcst, 
funniest duck-shoot of them all and a 
sense of humour is essential. 

When it finally loaded, yellow ducks 
assembled at the top of the screen and 



Tubby appeared at the bottom. You 
move him laterally and take pot shots at 
the ducks. From time to time, one of the 
ducks take a quick dive towards him. 
Yes, it's another Gaiaxian rip-off, just 
when f thought 1 wouldn't be reviewing 
anymore Gaiaxian copies! 

Rut the game does have one or two 
nice points. On the second screen ducks 
descend to the ground if you don't hit 
tli cm, They then waddle around and get 
in your tubby way before zooming back 
to rejoin their brothers and sisters. 
Pretty zany, eh? 

The graphics are quite good. The 
ducks do look like ducks and they do 
waddle. Your man is indeed tubby and 



he is animated very well, The sound is 
lively and the general presentation is 
quite high. 

Nevertheless, there is no way that this 
can compete with offerings from soft- 
ware houses such as Acornsoft, Aard- 
vark, Micropower and Superior Soft- 
ware. Maybe some people will buy it 
because it's so cheap but I only buy 
games if they are worth playing and this 
certainly isn't, 

If British Telecoms subsidiary 
seriously thinks this is the daftcst, fun- 
niest shoot- 'cm-up, I'd hate to know 
what they'd think of Frak ! .. They'd prob- 
ably die from laughter. 

Shingo Sugiura 
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Castle 
Of Gems 

This is a cross between Pacman and a 
lithograph by that favourite artist of all 
mathematicians, Escher, best known to 
games players as the inspiration for Ant 
Attack. 

In Castle of Gems you must move 
your character, Bertie Bear around a 
3D maze collecting gems, accumulating 
points and avoiding such varied nasties 
as gem gobblers, trees, ghosts, gremlins 
and thedeadly and invincible witches. 

These monsters are particularly amus- 
ing For example, the trees move at an 
incredible pace and the gem gobblers, 
though more ponderous, wander 
around seemingly unconcerned about 
you, then suddenly they will home in 
and you don't have a snowball's chance 
in Hell of surviving. 

But you can get those gobblers by 
passing over them as the gems go down 
their transparent intestinal tracts. 
Timing is essential here. Other enemies 
can be opposed if you can find the magic 
haL put it on and it renders you invinci- 
ble for a time, That's when you can get 
your revenge on the nasty trees. 

The 3D effect gives each of the mazes 
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more than one 'level'. Bertie must theftT 
fore run up and down stairs, or stand on 
rising and falling platforms, to reach all 
the gems, 

This is a strange game with a nice feel 
to it, The graphics arc fairly good and 
the use of colour is quite pleasing. The 
trees look like trees and the gem gob- 






biers look like nothing I've seen on this 
planet The sound isn't exactly out- 
standing but it is satisfactory, though it's 
a pity it doesn't go beyond simple 
effects. Overall, the game is good, clean 
fun with some nice touches. Rob Patrick 
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• BBC • BBC • BBC • BBC • BBC 
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The evil Baron Silas 
Greenback has built an 
android Danger Movie 
which must be destroyed a. 
there If not a moment to lose. 
Guide Danger Mouse and 
Penfoid through the deep 
jungle to the layer of the 
Baron and then halt the 
loading sequence before It's 
too late. 

Con you help Danger Mi 
save the world? 
Fast loading cassette 
(€-64 



WIN 
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to 



A Roll;. Royteand helicopter irip 

to meet Coigrav* Hall 

the creators of Danger Mouse, 

Each pack contains 
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This adventure program Is 
no piece of take! 
As Danger Mouse, the 
World's Greatest Secret 
Agent, you will need alt you 
wits about you to track down 
the fiendish Phbeom 
operator... .and will develop 
a range of useful skills as 
you go. 

• for early adventurers t 
any age 

• no typing skills required 

• tots of superb graphics 
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Available from All good computer software stockists, 
Send me (tic* as required) 

□ DMINOOUBtETflOUHLETNCC221(SP£CTflllM} £6,95 

□ DMINDOUBLETHOUBLETNCE223!C64) £7,95 

□ DM IN THE BLACK FOREST CHATEAUTNCC231: SPECTRUM) £G.9S 
C DM IN THE BLACK FQHEST CHATEAU TVCE233(C64: £7,95 

'Z Mylocal stockist's address 
D Vourfull list of games 

Game/s at £6.95/£7.95 each £ : p 

+ single P&P sum 

Total to send £ 



Method of payment 

By cheque orPO fnocash) made payabSe 

to TECS __ 

WF^ v£i D By Access 
or r\. ™ i 

Enter card no, □ BarctaycSrri 

I 



I I 
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Creative Sparks, 

Department MO, 
296 Famborrjugh ftn-ad. 
Farnbortjugh, Hampshire, GU147NE 
Telephone:" (0252) 518364, 

Name 

Address 



Sign b-ekw: 



30p 



Credit card sates: UK buyers on(y. 
Response wjtfwn 21 days, 
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SwoidB and Sorcery represents the first example of the 
ultimate in graphic art venture* using the unique MIDAS 
system* 

Swards and Sorcery differs from other adventures in that 

you gukte your character through the unending corridors 

of (he Underworld on a quest for material, physical ond/ar 
spiritual OOWEr. The ehnice is yours. 

You hegin up a novice with limited abilities in the use of 
nugk, sword play and stealth (lock picking, thieving etc). 

At you wdridt-r the- corridors, you will encounter beings 
rawk and mighty, discover untold wealth and worthies* 
trash. Some objects will increase your powers, -whilst some 
will be iJaneeTOUS and still others wilt be protected from 
pilferers (you! | by friendishly ingenious traps, all designed 
to beJp or hinder you on your pilgrimage bo power and 
Ufldj- 

Therc are quests within quests within Swords and Sorctty, 
for :hose who want to follow them, Some ore givun others 



must be found, and some ore lost causes. There are many- 
ways, of opening the Rats between the levels of the dun- 
geons. Some one obscure and easy , others obvious and 
dangerous. The moat profitable paths ore both, The 
Ultimate coal of many will be to find the lost, armour of 
Eobi which was un-made- by its maker, and its parts, 
scattered across the levels. What, where, haw, who and 
why are answers la be found. All that is Known is the 
preyer of the seekerHi 

WHKrt DAftK CABALLU5 HIS COUNCILS LEND US 
LET NOT THE RED CLUFEA HARANGUE US 
TURN US FROM WHAT SEEMS TREMENDOUS AN& 
THUS TO ZOBS GREAT TREASURE SEND US. 

You need never tire of Swords and Sorcery — when this 
dungeon can no longer hold you, the next awaits., . , there 
are a series o( expansion modules planned to extend your 
enjoyment indefinitely. 

Available on Cassette £9-95 

SPECTRUM 48EOH COMMODORE 64 



{Multl Dimtntktoul Animation Syxte/n) 
MIDAS ADVENTURE CONCEPT 

Stunning 3D graphic animation simulating video disk 
pones, 

A unique fuliv interactive adventure language using the 
latest ARTIFICIAL INTELLIGENCE techniques. 

State of the art data compression technique! enabling 
enormous scenarious and vocabularies to be incorporated. 

Real time Interactive Conflict Sequences/Talk to your 
opponent, attack them, flee them and even confuse them. 

Joystick capability for movement, combat and actions 
through unique menu feature-. Keyboard operation 
for more complex interaction with the adventure when 
lime permits. 

Develop your own unique player characters. Pur exam- 
ple — speciAu26 In magic,.* wordplay etc. 

Total expandability — your own characters can be 
transferred to future adventures and new opponents, 
scensrio^s and objects can be added to all the games, 
A series of expansion modules to increase indefin itely 
the playing life of each game written with MIDAS. 
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GAME: EDDIE KIDDSJUMP 

CHALLENGE 
MACHINE; BBC, ELECTRON 
CONTROL: KEYS, JOYSTICK 
l:MARTECH,£7.95 
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Jumping over rows of cars on a motorcy- 
cle has always struck me as a pretty 
strange thing to do. and an even stranger 
thing to watch. So it was with some 
trepidation that I loaded up this compu- 
ter game version of Eddie Kidds Liveli- 
hood. And found a surprisingly enjoy- 
able game. 

There isn't really very much to it, but 
what there is is done very well. The 



principles of Jump Challenge arc very 
simple: speed along on your bike and 
clear all the cars in the row. 

But before you get a go at this you 
have to endure the game's major draw- 
back - a practice run on a BMX bike. 
There's absolutely no skill involved in 
this as you merely press a key and make 
your jump. There's no avoiding it. And 
there's no excuse for it 

The real thing is much better and 
requires a certain amount of practice 
and skill Eddie's bike is controlled with 
keys for the gears, throttle and brakes. 
To accelerate you have to move up 
through the gears. Accelerate too quick- 
ly and you end up doing a disastrous 
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GAME! FELIX MEETS THE EVIL WEEVILS 
MACHINE: BBC. ELECTRON 
CONTROL: KEYS 



■ 



FROM: MICRO POWER, £6.95 

You play Fchv the factory w r orker in this 
exciting, extremely difficult game from 
Micro Power. Killer weevils have over- 
run your factory and are being generally 
unpleasant to people. You patrol the 
factory, spraying anv weevils with dead- 
ly Utaik . 

Not only that, you alsu have to worry 
about the deadly ballbearings, Of 
course, these don't harm the little swine 
that you're after, but for you contact is 
horribly fatal. 
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GAME: SPACEMAN SID 

MACHINE: BBC. ELECTRON 

CONTROL: KEYS 

FROM: ENGLISH SOFTWARE, £7.95 

This game sounds incredibly exciting on 
the cassette cover but, in fact, it is a 
version of Moan Patrol which appeared 
in the arcades in the days of Scramble. 

For those of you too young to remem- 
ber, here is the plot: you drive a little car 
across a landscape and shoot things that 
come along to destroy you. The excite- 
ment is in having to negotiate pot holes 
that occasionally appear in your path. 

As you trundle along on your hazar- 



dous journey to the enemy base, missile 
launching meteors fly over head, rocks 
block your path and various protrusions 
appear on th e gr o un d . 

The graphics are very good. The large 
multi-coloured characters move around 
the screen with imperceptible flicker, 

Animation is very cleverly done too, 
particularly the way in which the wheels 
of your XR5 hug the rough terrain and 
the way they fly off in various directions 
when you are blown up. 

In fact, the attention to graphical 
detail is almost scarey. The smooth 
scrolling, the stars passing in the back- 
ground and the very slick movement of 
the baddies make this game a joy to 



GAME; SCRABBLE 

MACHINE; BBC B 

CONTROL: KEYS 

FROM: LEISURE GENIUS, £1295 



This has been converted from the popu- 
lar program on the Spectrum. It has lost 
much of its graphic flair along the way, 

but still plays a mean game of Scrabble. 
The vocabulary is only 8,000 words, but 
includes many that are just the job for 



this game. If you want to cheat, the 
computer will accept any nonsense as a 
word, Once it's beaten you a couple of 
times you may well consider such tac- 
tics. Up to four players, Peter Connor 
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GAME: MICKEY THE BRJCKY 
MACHINE; VIC 20 UNEXPANDED 
CONTROL! JOYSTICK 
FROM: FIREBIRD. £2.50 

Don't be deceived by the name: this is 
Donkey Kong without the ape, which is 
a bit like Hamlet without the Prince 

Mickey has to make his way up the 
ladders and along the girders trying to 
find the tools he has mislaid. Rolling 
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Screen Test 
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wheelie. Change tear loo quickly and 
you'll splutter to a halt. 

Making a successful jump means cal- 
culating the correct speed lor the dis- 
tance and the angle at which Eddie 
should lean forward or back. Jump 
Challenged graphics are colourful and 
clear, but nothing special - the wheels 
on the bike don't move, for example. 
The sound, though, gives a realistic 
range of groans, splutters and roars as 
you change up through the gears. 

Jump Challenge is an entertaining 
novelty, and this version is far superior 
to that on the Spectrum. Amusing as it 
is, though, I cant see it gripping many 
gamesters for long. Peter Connor 

The factory itself consists of several 
moving conveyor belts connected by 
tubes The belts can be reversed by 
picking up a belt lever which you find 
lying around. 

Felix can move around the tubes and 
jump down very small distances, but 
never up. You have to be careful not to 
get these very small distances mixed up 
with bigger ones or our hero may do 
kamikaze-style jumps from the end of 
the conveyor belt. 

There are also bonus letters to be 
picked up. and a special bonus if you get 
ihemall. 

Also hanging around the place, are 
vita! 'Llbik' spray cans. You can only get 
one spray with each can so you have to 
be careful how you use it. Along with 
these, you can pick up oxygen cannis- 
lers to replen ish your supply 

When an ordinary weevil reaches one 
of the flashing mutation chambers it 



g tart '"9 °ut on a BMX b,ko doe.,. > 

S*T" to me tQ ■* ver * s Mi*h, but 

When y QU ge t Qn to ^ b fa g 

onnoymp w« fh e fact that wJy rime y 0u 
cr aS h ed yo » ^ bock fQ ££*£**«> 

"he rewjng i0unti oi th moior u, 

^^^^flingbaS^t^ 

^^BrftKhtandolPoddloth, 
atmosphere. 

SomanthaHemens 



WMEIPOINTS 

both there ,s the infuriating &m£ st Qa e 

the b,7h S ^ ' Ump *«****«** en 
'he beeb end v ou ge , a feQ \ fqst(? J * 

«atement striving for eoch ] Q 

begiruur^ every time ; 5Qmoj0f 
drowbaefc. Bob Wade I 



games Jt J ( rt .: wr 'r™ lc roPowfer 

dpvilJ.ki, v ' he weevils qre 

^methroweni Jte :l7 Q d r e t h0 
con. d of «? one-shot spray 

Pei-erConnof 



«"«LPdiiiTs «_ 

» pre™,*,, „„ fc^^ *"»»»** is 

Rob Patrick 



1 "»d tempting to 3 |£ «lfeT 
_We e yfJi, 9TOK,J,the Pecuf JQ HyEvN 



futures S ^rw d ' °' J "* us ^ 
badly. P X bl ' lf) '' ths W" fd ' s *»«» 

ShmgoSugiur^ 



turns into a 'Purple super weevil'. These 
move like bullets so it is wise to bump 
them olf eis soon as possible. 

The controls are not too bad really, 
although it might have been useful if a 



couple of extra fingers had been sup- 
plied for the emergency panic and 
reverse-belt buttons. Simon Rogers 



watch The sound is OK, though no- 
thing spectacular 

Unfortunately, this game is boring to 
play. There's nothing more monotonous 
than one type of alien getting faster and 
faster. 

Similarly, there are only five sectors to 
get through, which again limits the 
lasting interest. 

And what happened to the hall of 
fame? This is definitely obligatory in 
Beeb games. 

It's almost a shame to criticise this 
game because the original was so fantas- 
tic and this could have been as good 
with a little speed, variety and a little 
moresound Shingo Sugiura 



Simon Rogers 



along arc oil drums which he must jump 
over 

One big drawback- it's far too easy. A 
pity really, because for the price and the 
unexpanded machine it looks good and 
plays smoothly, Peter Connor 



CAME: SUPER MUTT 
MACHINE; SPECTRUM 48K 
CONTROL: KEYS 
FROM: SILVERSOFT, £5.95 



HUKIPOMTS • 

«ob Patrick 
Peter Connor 



Super Mutt has pretty graphics and 
the movement is very smooth, yet it 
lacks any truly compulsive element. 

Peter Connor 
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Our droopy-eared hero flics over a 
smooth -scrolling landscape, in search of 
his sidekick. Pup. He must land and 
explore various strange buildings, 
platform-style, looking for food arid the 
letters of a vital code -word. 
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MEGASAVE FANTASTIC SAVINGS 



SPECTRUM 

Rcand 5 Rat Race .. 5 SO 
kons$1r*esB«»G.... 5.» 

AliBPft B.SO 

SkmkHue 4-S5 

Patty Pigeon 5.9S 

H*W5C 6-BS 

SirLamebl 4.99 

SlarStrlk* 4.K» 

Drive-in 4.90 

Super trtutt 6.65 

hMantMpnty s.95 

AirWoH 5.99 

Pitfall II 6- 85 

Underwurlde 8.90 

kn^ghS Lon^ 4M 

Doom dark's 

Revenge 0.90 

CambalLvnx 7.85 

American Too rb all.... B 50 

Ghost Buslws 8.75 

Irave. trash-ian 4.95 

Backpatssf'&Guid* 8.75 

Eureka 12.95 

TheGrsal Space 

fl«e» li-95 

KungFu 5JS 

Zq«3» Zombi* S.8S 

Jasper 5.85 

Lode Runner *-50 

SubHunler 5.HS 

Prtamarftma 5-65 

AHronul 4.99 

eddteKiMJumpC... 5.SS 

BBttteCars 8.8S 

".juiirti: 5.6$ 

BattlaZDne 9.69 

DeeattilafUDaieys) 5.M) 

Dangermcuse 9.99 

TirMaMog 8 SO 

FHllGuy 5.95 

Srnrtptk Ho|m« . . TJ.9S 
Legends ot Avafcrn ... 6.85 
BrvnOu* 5.95 

Kenlilla 5.95 

Stgnt&ike 4-95 

SUrBike.... 5,95 

Sieve Davis Snooker 6 .BS 



Strata Loop 4,95 

DarkSlar 6JH 

Full Throfll* 5.95 

Jet Sal Willy «JS 

Sabre Vftilf 9 75 

e^acnHfiftO 6.95 

Lords CH Midnight 9.50 

Tomarjo Low Level .. 4.7S 

Monty Hole 5.95 

World Cup 5,9* 

Psytron 6.50 

FraflkNStftin +.95 

Figtrter Pilot 6.40 

Rap&calliotfi , . 5.B5 

AulomaniH 5. 75 

Twin Kingdom vs*ey 665 

Psyraxx 6,50 

Kosmic Ksnga 495 

Football Manager 6.69 

Valhalla.. ...If. OP 

River Raid 6,69 

Hera 6.85 

KafcQtafllWlH 4.99 

&<ius Ex Maetiina. , 13,95 

While Lightning 1290 

DSvP«3 ,,,,10,50 

TaswcrnJll 11.79 

Hampst«f 8,90 

Cotfe Name Mai 4.75 

COMMODORE 

Tappar B-50 

Blue Ma* 6.50 

S1a.1KirKarr.atn 5,5* 

Pa Warrior 6,SO 

HainpEltad ,, 8,50 

Fighter Pilot 6,50 

Guzzler 5.85 

Quango S.8S 

Roland's RaiFlaea,, 6,90 
Kong Strikes Back. . .. 6.M 
SrJyVsSpy 8,50 



JwSw Willy $.95 

ZJaxxDn 8.75 

Spiitire Am a.79 

Fort Apocalypse 8.50 

Raid Ovsr mosco*. . . 85d 
F-l 5 Strike Eagfta... 13.95 

Brut* Lea 8.5CJ 

TrollieWaJlia 5.89 

Stornn Warnor 6.8S 

CombalLynn.... ., 7J85 

Eureka 12.95 

American Football .. . . 8.M 
Summer Games .. 12.95 

Hit.r*# Jeetjies Ml 

Dark Star B.50 

Strijnlijm Dog 6JS 

Traffic 6J5 

Ghojl Buslars 9.50 

NATO Commander 8,75 

Mor"1y Molft 6.15 

Suksda Express 6, 65 

Muncfitiankll 6-9S 

Shark** Holmas ..12.95 

DartgermoM« 6.95 

Lazy-Jones 8.85 

BoUltJerflash T.65 

FlrvofHasJ 8,50 

Ancipital 6.50 

Strip Ppfcaf 8,50 

n«o a so 

Traahman 6,65 

Tornado Low Level .. 685 

Rocs el Roger 6,85 

BC'S Quest 8i0 

QuoVarfe 8.75 

Hay« 8 -so 

PW Fall 11 S JO 

Johnny And The 

Jimpys 5.75 

SlurUB**.-, S.75 

PSytron 7.85 

Sieve Oa^H Snooker 6JS 

Cliff Hanger 6J5 

F fH^rMll Manager 6.85 

Beach Head B,50 

KokiohnniWirf 5.95 

Cunah Speech 27,50 



FREE POST PLEASE STATE WHICH MICH □ 

SEND CHEQUE?. 0. To 



FAST SERVICE 



MECASAVE 

Dept. PC 76 Westbourne Terrace, London W2 



We apologise for any delay In the release of software 

MILES BETTER SOFTWARE 

221 Cannock Road, Chadsmoor, 

Cannock Staffs WS1 1 2DD. 

Tel: 05435 3577 

US GOLD SOFTWARE 

'BEACH HF-Ab 

HA ID GVLtt MOSCOW 

STR!P POKER 
•DALLAS QUEST 
'S1NOKIB 
'BRUCE LEE 
'FORT APOCALYPSE 
'DRELBS 

SENTINEL 
TAMO'S 
'BLUE MAX 
'SOLD- FLIGHT 
■ NATO COMMANDER 

SPITFIRE ACE 
'Fin STRIKE EAGLE 
•FORBIDDEN FOREST 
•AZTEC CHALLENGE 

SLINKY 
•CAVERNSOFKHAFKA 

BUCK ROGERS 
SPY HUNTER 
TAPPER 

CONGO BONGO 
SCROLLS OF ABADON 
POO VAN 
-FIAK 

MANY OF AKQVh T ITt JF-S AVAILABLE SHORTLY FOR ZX SPECTRUM. 
TELEPHONE FOR DETAILS. 

*PHONE FOR SOFTWARE AVAILABILITY 

AND SOFTWARE LISTS FOR 

COMMODORE AND ATARI 

More software available shortly 
Add £1 .00 for overseas orders 

ACCESS, VISA WELCOME 
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KERIAN SOFTWARE 



GRAB A PIECE OF THE 



MOTDSCVCU6 




Motoncycle Crazy! is a 
graphtr; adventure 

wnere ynu as the tin- 
Iral ch3iact«r, must lintf 
me AWARD and retur- 
it safely to Afiel Castle. 
UnfortuaMy lar you 
there are several pitfalls 
awaiting! 

£5.95 
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The Crystal Frog is a 
traditional adventure 
program tor ihe 4BK 
Sinclair Spectrum. You 
play the rcfe cf the main 
character, with the 
computer acting a&your 
eyes and ears. Trie ob- 
ject of the. game is to 
find th« fabulously valu- 
able Crystal Frog and 
return with it intact, it 
will not be easy! 




Your mission, should 
you decide to accent It, 
is to go to a place deep 
within the KGB's stron- 
gtiold fnjm urtiere. no- 
one has returned alive 
We have enly one mes- 
sage, trnm your 25 pre- 
decessors. Cut shorr py 
a Mood curdling 
scraaro it said "No- 
thing is what it appears 
tote and..." 




Meltdown t3 a new clas 
sic ir arcade style 
games for the <S6K 
Spectrum! This totally 
original game sets you 
in the noMw-distwit 
future, where your task 
a service engineer lor 
ACME Sul ear fteac- 
tors. is to prevent over- 
heatmg of the reactor on 
the planet Haras 

£5.95 



£5.95 ^- J £8.95 
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DISTRIBUTORS 

Terry Blood Dist. 

Express Marketing 

LVL 

Wayferer 

Vanguard 



I encfoseacrieque.'P.O. for£ ... .msde payaOte to KtlHlAM 

Name - 

Address , , 



tUK.) LIMITED 



Please send copies of , 

ai 

CheCrue-9 and P.O.'s madepaiyable to Kerian U.K. Limited. 



Dealer enquiries welcome 



29 GISBURN FIOAD, HESSLE, 
NORTH HUMSERSJDE HU139HZ 

Telephone i0482j 6--1373G 

Teteit627Sl9lKeriaii| 
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OAMIl ROLAND ON THE RUN 



t AMSTRAD 



CONTROL: KEYS 



«OM>AMSOFT,£8.95 



Roland, who is not, as some may expect, 
plagued with diarrhoea, h apparently a 
convict trying to escape arrest. When 
you first see him, he's standing in a train 
looking very white (I think this is due to 
the graphics rather than the state the 
poor guy's in). 

Anyway, he's got to cross this road to 
get to his hideaway (... sounding familiar 
yet?) However, instead of jumping inbe- 
tween the trucks you've got to jump into 
the back of them, Frogger\ I hear you 
say. Yes, but I'm afraid this one is no 
improvement on the original. 

At the beginning you're given a choice 
of how many men you're going to need 
for the job (1 - 255} - 1 recommend 255. 
This may seem excessive to one who's 
not played the game, but I assure you it 
is indeed necessary. To add to this 
there's a choice of skill levels, but it 
didn't seem to make much difference 
when 1 played. 

Then, having made your choices, you 
get to the screen complete with train, 
trucks, a town and a hideaway. The 
problem is, your little guy can only jump 
when he's flashing (no wise cracks here 
please-), which he does very quickly for 
about half a minute, 



G AMlt HO LDFAST 

MACHINE: AMSTRAD 



KEYS 



KUMA, £5,95 



It says on the cover of this game that it's 
'a strong intellectual challenge', which 
is no doubt why someone in the office 
completed it after just a few attempts! 

In this text-only game, you're a 
staunch village elder whom the village is 
relying on to obtain their much-needed 
school and clinic, What can you do? 
First, faced with a choice of five 
appropriate options, one of them being 
Quit Game, you use your talent to pick 
the right one. 

Each major decision affects the deter- 
mination of the village of Holdfast and 
of the Government, Both of these are 
displayed at the top of the screen in the 
form of a percentage, underneath which 
arc your choices, such as 'Negotiate' 
and 'Indirect Action'. 

Once you've chosen, you're con- 
fronted with another set of decisions, 
After this the initial menu reappears 
with perhaps one or two more addi- 
tions, you check your villagers' deter- 
m i natio n an d are off again . 

If you manage to keep Holdfast's 
morale up for four weeks (he brave!} a 
vaguely heartwarming message appears 
on the screen telling you the flags are 
flying and you're getting on reasonably 
well Vm not sure this does much for 
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If you don't manage to jump him from 
train to truck in that time you've had it, 
until be flashes again. Mind you, you've 
always got men on the go, since as soon 
as one has moved on, (or passed on), 
another of your store takes up residence 
in the train. 

The sound, which I believe I haven't 
mentioned yet (with good cause) con- 
sists of occasional beeps which occur 
when you jump off the train, or when 
you die. 

What with flashing men and jerky 
scrolling, minimal sound and not much 
point to the game, f don't think there's 
anything more to say, do you? 

Samaiitha Hem ens 

W been a „ tl ?™ ™**in* there 
P^rom^.r.rhai^^^ 

S**ve Cooke 

your morale but I suppose it gives you 
some kind of incentive to carry on 
playing. 

The whole game seems to be a rather 
simplified version of multiple choice 
and all you've got to do is pick the right 
answers in the right order, I don't think 
it will hold the interest of many intelli- 
gent people for long. Perhaps it should 
say on the cover (after the intellectual 
bit, of course} Tor children under ten'. 

Apart from the presentation being 
lousy, the game's quite addictive - until 
you've solved it, and since there's only a 
message to congratulate you, no fancy 
tunc or graphically amazing screen, it's 
n ot real ly worth i t. Samantha Hem e ns 
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I STYX 



MACHINE: ORIC/ATMOS 
CONTROL: 



KEYS 



NO MANS LAND 



Styx is an excellent version of Phoenix 
for the Oric with some added ideas that 
make it an extremely good game. 

You have the usual familiar controls 
of left, right and fire as wave after wave 
of aliens drift down on you to be blasted 
out of the sky. There arc four screens of 
shoot- 'cm- up action, the first three of 
which have aliens swooping down on 
you and the fourth in which you have to 
attack the Castle of Hell guarding the 
river Styx, 

The first three waves are made up of 
purple eagles, red goblins and yellow 
devils eyes. These can all release bombs 
and drop floating mines. 

If they're allowed to pass you the 
mines will move along beneath you 
poking a spike up between the gaps in 
the screen base. Contact is fatal of 
course. The dying act of an alien is often 
to release a mine so you should follow 
up with a quick second shot and deal 
with that as well. The other way to deal 
with mines is to shoot a large green 
vulture which removes all the existing 
mines. 

The devil's eyes cause real problems 
because they blink on and off so thai 
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they are tough to track. All of the 
creatures move rapidly and since you 
can shoot only one bullet at a time, 
accuracy isat a premium, 

if you survive you are faced with the 
castle which hovers in the air on its rock 
base. You have to break through the 
base and this is far from easy since many 
shots are needed. Meanwhile, you are 
continually harassed by eagles and 
mines. Success will bring a fantastic 
explosion with the beautiful castle dis- 
appearing into a myriad of glittering 
pieces. 

The action is certainly fast and furious 
and you'll need a really good eye to win. 
The graphics are terrific and the zappy 
so und e ffects are a treat. Bob Wade 

' ney don't nvjl- '„ i >, ^^ 
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CAME: FtRE FLASH 

MACHINE; ORIC/ATMOS 



CONTROL; KEYS 
FROM; NO MAN'S LAND 



*j»v» Cooke 



Having been invaded from the States we 
are now seeing software from Europe 
entering our shores, and on a minority 
machine like the Oric it's great news. 

Fire Flash is based on Defender and 
has almost as many keys, but certainly 
isn't as fast You are trying to protect a 
number of fuel dumps on a planet 
surface from marauding aliens who try 
to steal them. 

You can scroll left or right over the 
ground and you also have up. down, fire 
and hypers-pace controls. These arc bad- 
ly situated though and you'll fmd it 
easiest to concentrate on only travelling 
in one direction to minimise finger 
cramp. 

Your ship doesn't move very fast but 
all the scrolling is smooth including the 
flying saucers. There are four waves of 
saucers, starting with eight opponents 
and increasing by eight each wave. 
There are four varieties of alien with the 
higher-scoring ones appearing on the 
later levels. 

A radar screen at the top of the display 
shows you the approaching craft and 
your height so that you can position 
yourself to blast them as soon as they 
enter the screen. The hyperspace key 
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allows you to dcmateriaijsc and avoid 
missiles and collisions but doesn't leap 
you around the screen. 

At the end of each wave you are 
awarded 40 points for each remaining 
fuel dump and 4,000 if you can survive 
four waves After fqur attacks the game 
gets even harder and there's always 
plenty happening on the higher levels. 

Appropriate sound effects accom- 
pany the game along with a couple of 
ditties on the title screens, making it a 
competent package despite the key con- 
trols and sluggish movement. 

Bob Wade 

AANELPOINT? . 

Howe vef the atto»ki 

^*W»«W**y good, 
Steve Cooke 

Petor Connor 
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Tir Na Nog 

Any game with a hero called Cuchu- 
lainn has got to be different, and Tir Na 
Nog is certainly that. It's a 'vast interac- 
tive adventure, set in the magical land- 
scapes of Celtic mythology' and the only 
games I can think of that even faintly 
resemble it are The Lords of Midnight 
and Valhalla. 

Where TirNa Nog is superior to both 
of these is in the animation. Cuchulainn 
is the most smoothly animated figure 
1 ve ever seen on a micro. He looks a bit 
like an old-time hippy as he bounces 
along, bare -chested with his long hair 
waving behind him 

But what's he up to? Well, Tir Na Nog 
is the Celtic Other World, into which 
Cuchu descends after his own demise in 
order to find and reassemble the frag- 
ments of the Seal of Calum. This is partly 
because the Seal is needed to prevent 
great evil etc. etc. and partly because 
Cuchu wants to make up for the slight 
mistake he made when he killed his son. 

Cuchu has to travel through a huge 
and impressively created landscape. 
which scrolls past him at different 
speeds in the middle-distance and the 
background. The player watches Cuchu 
through a camera which can be pointed 
in any of four directions. Although the 
hero can only move left or right on 
screen, changing the view enables him 
to move in other directions. 

Emerging from the Altar Room at the 
Entrance to Tir Na Nog, Cuchu is faced 
by three doors Often, before he can 
even get his mitts on a handle, he is 
confronted by a Sidhe. These are 
malevolent creatures which pop up all 
over the place. They too are beautifully 
animated and arc somewhat daunting in 
appearance - hairy, 
ape- 1 ike things.] 

Although they can be 
killed, the wisest 
course seems to be to 
run away from them. 

CuchiTs main goal 
involves him in 
many subsidiary 
quests, such as gel- 
ting information out 
of stubborn crea- 
tures. Scattered 
throughout the land 
are various objects, 
certain combina- 
tions of which will 
do the trick in cer- 
tain situations. 
Only trial and error 
will reveal to the 
player which 
ones are success- 
ful, 

The immediate 
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OAMI; TIR NA NOG 
MACHINE: SPEC TRUM 48K 
CONTROL: KEYS 



FROM: GARGOYLE, £9.95 
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difficulty in 
playing Tir ,\'a 
iVog is the size 
and complexity 
of the game 
Mapping is essen- 
tial or you could 
end up wander- 
ing for hours 
through the Plain 
of Lies, with only 
the odd Sidhe for 
company. 

Tir Na Nog's ori- 
ginality and com- 
plexity are sure to 
make it popular with 
playeTs who like a 
lengthy intellectual 
challenge. If you just 
like a quick zap, stay 
away, 

Peter Connor 
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Commodore 64, available Now 

POSITIVELY Toti 

PRIME EVIL...WI 

Steer our hero TROGG the cuddly caveman, Tmf 

through 96 reversible levels of dangers — Occasional hails of descending 
daggers, heat-seeking balloons and the evil BUNYIP will cause you deathly 
problems; But don't worry — your trusty yo-yo and off-screen action{\] will 

win you points and keep you going. 




SCRUBBLY guardians, HOOTER 
POGLET and others will give you a hard 
time, and the better you are, the nastier 
and more unexpected the surprises in store. 
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FRAK 64! Grand Master Challenge: 



Send us your name, address, hi -score and code, and we will enter 
you in our prize draw for the top score in '84 - details on request 

Mailorder or Dealer Enquiries 

State Soft Limited 



Statesoft 



Business & Technology Centre Bessemer Drive STEVENAGE Hertfordshire SG1 2DX Tel: (0438) 317583 
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GAME: ALL OR NOTHING 
MACHINE; SPECTRUM 43K 
CONTROL: KEYS, JOYSTICK 
FROMsABBEX 

Your job in A 11 Or Nothing is to recover 
secret files from the enemy base situated 
at a very secret location. Unfortunately, 
the base is also populated by vicious 
guards and their unfriendly tracker 
dogs. 

You aren't unarmed though - you 
have some explosive charges which can 
be placed at strategic points around the 
camp. These charges draw the guards 
away from you and allow you to com- 
plete various tasks. 



Firstly, you must retrieve your watch, 
which was lost when you parachuted 
into the base, Next you must crack the 
safe in the main office. 

This can be very nerve-racking, as you 
have to input the correct four-figure 
code within 30 seconds; if you don't 
succeed, the alarm sounds and you are 
killed. But presuming you do manage to 
open the safe you then move on to 
examine the warehouses in the base to 
find the files you are looking for, 

Graphics are drawn in a solid 3D 
colour perspective, giving a sort of side- 
on view of everything- The enemy base 
scrolls by as you move around, and 
perhaps this could have been a little 




CAME: VOLCANO 
MACHINE: SPECTRUM 48K 
CONTROL: KEYS 



FROM: COMPUTER MAGIC, £7.95 
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This is another game which boasts 
about its size. Forty screens above 
ground and 290 3D screens be low, plus 
100 shops and factories to ex- 
plore. ..phew!! 

The aim of the game is to escape from 
an erupting volcano before all the roads 
are blocked and the town destroyed. 
The hero of this scenario is you - a little 
pair of shoes. 

The program is really two games in 
one. The main part is played with a 
bird's-eye view of a map -like maze (a 



medieval city). All the time the maze's 
roads are being blocked by boulders 

which appears randomly. 

The only way to remove these is by 
collecting dynamite which is to be found 
in some shops and exploding it. Other 
things which may aid your escape can 
also he found in these shops. 

One thing you must never do is run 
out of food and there isn't much of it 
about so it needs to be conserved. To 
escape a boat must be found and here 
the game end s. 

The second part of the game comes 
into being if a map is found in one of the 
clearings. By picking this up you are 
thrown into the underground caverns 
below the city: 3D corridors, 
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GAME; JASPERi 
MACHINE; SPECTRUM 48K 
^ CONTROL: KEYS 

FROM; MOOMEGA, £6. 95 
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Jasper! 

Jasper! is an arcade adventure with 22 
screens in which you have to get past 
animal and vegetable obstacles using a 
variety of objects. Your character is 
gracefully animated with a pot-belly and 
curling tale which wobbles as he walks 
along. 

There are a number of things which 
you can pick up and use; ropes, weedkil- 
ler sprays, potions, brollies, a key and a 
flag These can be picked up so that they 
appear in a box at the top of the screen, 

You can carry no more than five at 
once and use them only one at a time, by 
pressing the number of the box in which 
it is shown 
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Screen Test 



HUM • SPECTRUM • SPECTRUM 



smoother. The camp is no I very large, 
but the ability to enter buildings in the 
base gives the game extra depth, The 
movement of the guards and dogs is 
fairly unintelligent - they seem to cither 
ru n or shoot past you. 

There are some nice littJe tunes and 
good sound effects accompanying your 
mission. I especially liked the alarm 
sound if you fail to open the safe 
(...something I heard all too often). 

It's possible the humour and un- 
doubted novelty of the game could wear 
off. If you take All Or Nothing as a good 
challenge, you'll be satisfied; if you're 
looking for a game to return to again and 
again, look elsewhere Steve Spittle 
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Escape from this labyrinth is extreme- 
ly difficult. Three matches are given 
which when used give a momentary 
glance at a map which only shows the 
start and the exit - but it's almost 
impossible to work out a route This can 
make the game extremely frustrating. 

The graphics in Volcano are average 
above ground and rather good in the 3D 
perspective corridors below. The claims 
of 290 3D screens' are a little exagger- 
ated since most of them are different 
views of the same place. 

However, the game is a bit thin on 
payability and not particularly addic- 
tive, despite the hype In fact Volcano is 
'lava' boring!! 

Murtyn Smith 
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The obstacles that bar your way home 
consist of realistically animated rabbits, 
wasps, big cats, bears, snakes and scor- 
pions There are also deadly weeds, and 
a fall from a tree or a vine is fatal 

jasper can jump over obstacles or 
duck under them and even swing on 
ropes to cross some hazards. While 
doing this the rope counts as an item 
picked up, so don't try and grab any 
ropes while you re carrying five things. 

Your journey will take a long time and 
you will need sustenance in the form of 
purple apples and yellow bananas to 
keep you going, To begin with, running 



Jtispt-Ti'v programmer, 24-ycpr-old Derek 
Brew iter. His pre viaus hits. for Micr omega 
include Kc nf i I la ood Code Nome Hat. 
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out of energy is the least of your worries: 
you're too busy dodging the killer bun- 
ny. However, as you get the hang of the 
screens you can settle down to try and 
work out the problems that face you. 

There is no one way of doing things 
and tasks can be completed in different 
orders as long an you have planned out 
your route carefully. I haven t told you 



Rob Patrick 



how to use the objects but must of them 
are fairly obvious while clues to the 
others are on the cassette inlay. 

Completing 22 screens is a real job 
although once you have grasped the 
basic principles it is less a matter of 
discovery than of honing your skills to 
fi n i sh the c h al 1 en ae. Bob Wade 
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Trawl with... 






Now Trashman is a great British success 
he's ready for international stardom - and you can ftel 
him on his way around the world. Our hero has the tall 
order task of cleaning up every major Jitter spot around the 
globe. Scooping up flowers thrown into the bull ring by matador 
fans in Spain, collecting the tissues of the faithful as they sob by 
Jerusalem's Wailing Wall, picking up coconuts from a palm beach in 
Samoa and collecting the empties at the German beer festival 
(Trashman still likes his tipple!) are just some of the challenges that 
make up Trashman's task. 

Of course, your skill can help our hilarious hero to complete the 
necessary litter collection at every location, so he can earn the money to 
fly on to the next country in his round the world quest. And as he visits 
l^W0>m&m&y ^a*ch of rubbish you can share every fun 
filled, thrill packed second wjtjr him; 

Travel with Trashman has one or two player scoring, Hall of Farrtte 
and is compatible with ftempston, Sinclair Interface 2, Protek or 
equivalent joysticks, Available for the 48K Spectrum today from most 
good computer stores for just £5,95. 



TRAVEL WITH TRASHMAN. AUTHOR -MALCOLM* EVANS 
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Selected titles of New Generation Software 
are available from your local computer 
store and larger branches of; 
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New Generation products nrc sold 
according to their terms of trade 
and conditions of sale. 
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CAME: TRAVEL WITH TRASHMAN 
MACHINE: SPECTRUM 48K 
CONTROL! KEYS, KEMP, CURS, 5INC 
FROM: NEW GENERATION, £5-95 

British rubbish is no longer good 
enough for Trash man and he is now 
jetting round the world cleaning u p after 
everybody else He starts his wanderings 
in Britain with £250 and a choice of 
three affbrdabk destinations, These are 
Paris. Madrid and Munich all of which 
arc marked on a world map, your choice 
flashing vigorous ly. 

Paris is the closest destination and 
costs only £100 to reach. Once there, 
you are placed in a street cafe packed 



with tables, people and four waitresses 
running around. Your job is to pick up 
the green frogs (looking remarkably like 
a single pixel) which arc hopping about. 
You score points and gain cash for each 
frog caught but lose cash if you leave too 
many lying around or bump into a 
waitress. 

Once you have got all the frogs, you 
need to get to another city. If you don't 
have the fare then you are stranded. 
There are destinations all over the world 
and those Further afield like Australia, 
the USA and Africa take a lot of cash to 
reach, Flying to a new city gives you 
another task, which will take the same 
general form as the first one - picking up 
a nu ruber of objects in a si nglc screen. 



Control is difficult, especially in the 
beer hall in Munich, and the fact that 
you travel slower than everything else is 
of constant annoyance. 

The real lasting interest of the game is 
the attempt to explore the whole world 
rather than the challenge of each indi- 
vidual screen. Some of the scenarios are 
quite imaginative, others a bit cliche'd. 
In Madrid you face a deadly threat as 
you try to collect roses in a bullring. The 
bull is less than happy with your pre- 
sence and if he touches you with his 
horns you II meet a grisly end. 

The game isn't as rivetting as the 
original Traskman but there is still 
enough action to keep me garbage grab- 
bing. Bob Wade 



GAME; SIR LANCELOT 
MACHINE: SPECTRUM 16M8K 
CONTROL: KEYS, KEMP, SlNC, PRO 
FROM: MELBOURNE HOUSE, £5.95 

Lets not beat about the bush: Sir Lance- 
lot is as close to Manic Miner as you can 
get without copyright problems. 

There are 24 screens for your charac- 
ter to run through, collect objects and, 
to finish the sheet, drop into a box! 
While doing this he must avoid various 
nasties including cooking pots on legs ; 
pacmen and birds. 

Complete all 24 and Sir Lancelot 
collects the Holy Grail. The screens are 



traditional plat form -fare, though stair- 
cases {up' only) transport the little 
knight from level to level and he can fall 
any distance. 

So what's special about Sir iMncelot 
-well, Melbourne House have managed 
to pack everything into 16K ... now 
that's pretty amazing Sir Uncelot him- 
self is a far better graphics character 
than Willy, detailed and very endearing. 

The sound is also very reasonable 
with a nice little bleep when an object is 
picked up. The game is packaged very 
well and there is a superbly drawn title 
screen with musicat the start. 

Sir Lancelot is not an immediately 
easy game to play On the first screen it 
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can take some time to figure out the best 
route to the objects to be collected. The 
pacman at the top moves pretty quickly 
and will gobble you up many a time 
be fore you get the knack of evading him. 

Other screens introduce military 
opponents; they look a bit like Lance 
but they're definitely not good guys. 
They patrol the bottom of the screen and 
make it tricky to get up to the objects, 

Sir Lancelot is very impressive, given 
that it's only in 16K, For those owners 
with only that much memory its a great 
buy. The many more with 48 K will want 
to think twice about buying something 
that's good, but not as good as jet Set 
Wy- Martyn Smith 




Buggy Blast 

At last - a really good 3D shoot-'em-up 
on the Spectrum , None of that nonsense 
about guiding twee little animated crea- 
tures around cutesy nightmares collect- 
ing pieces of china to put on your 
mantiepiece, No, this game is about 
surviving the evil Lurgons, a virulent 
robotic life-force" infecting the planet 
Endra, And there's only one way to do 
that- kill with skill. 

You are in control of the Buggy, a 
space and ground attack vehicle armed 
with Photon lasers -guns controlled by 
the four direction keys - and Xion 
Phasers, which arc powerful bombs. 

You start your mission in the womb of 
the mother ship. This is a very pretty 
graphic sequence with all sorts of col- 
ourful gizmos twinkling and flashing 
The Buggy's dashboard displays instru- 
ments and readings, some of which give 
you useful in format ion. 

After taking on some gas you zoom 
into the wastes of space and head for the 
planet On the ground you find yourself 
in a special trench, dug by highly-skilled 
Lurgori navvies. You move along it at 
impressive speed with oily smoothness. 

First opponents to give you trouble 
are the Lurgons themselves These green 
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or yellow robots, very sharply defined, 
lurk at the sides of the corridor and 
shoot at you. You shoot them back - if 
you can swing your Buggy in time. 

Still in this first sector you have to 
cope with Hclibombs, which hover 
around and do nasty things, Orbital 
Saucers, which come whirling down the 
corridor like manic frisbees and Orbital 
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Doom ships, whose name is self- 
explanatory: if you don't hit them it's 
game-overtime. 

The game has eight sectors in all, with 
more evil problems added in each one. 
Not that it's easy to confront them; on 
each run you must earn a minimum 
number of Cycredits before you can 
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progress to the next set: tor. 

Once you think you've got enough of 
this currency you can return to the 
mother ship to stock up on energy. The 
trouble is that between you and the ship 
are the Mine Jammers - they hang 
around and frighten mummy away, The 
number of jammers depends on the 
frequency figure displayed a( the left of 
the Buggy's dashboard- If this low- 1 to 
3 - there aren't too many. If it's high you 
could be a long time trying to get back. 

On the higher levels of Buggy Blast, 
the player comes up against some really 
fearsome adversaries. Time Dimension- 
al Spinners whirr around furiously - 
you've got to stick them with a Xion 
Phaser as they stop their noise. 

Argon Magnets upset your Crystal 
Converters: you have to jump over them 
or die Kadiation Storms make it very 
difficult to sec, while Reverse Time 
Zones do funny things with your tem- 
poral adjustment. Buggy Blast is not an 
easy game to do well on; it will take 
considerable practice to earn enough 
Cycredits to reach the higher levels, 

Graphics throughout are excellent 
and the sound provides a good range of 
explosive noise. Control is keys only 
and can be a bit finger twisting, but it is 
definitely worth the trouble 

Peter Connor 




CONTROL: KEYS 
FROM} FIREBIRD, £5-95 
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fham! Bounce! HELP.! 
Just three seconds of play 
arid I'm head over heels 
Literally. Because the 
nasties in this game don't kill you. they 
just bounce you around the screen. It's 
hilarious. It's brilliant. And the game 
itself plays and feels quite different to 
Sabre Wutf, or indeed to any other gam e 
around. You're sick of hearing it, folks, 
hut it has to be said : Ultimate have done 
itagain. 

You could describe Vnderwurlde as a 
vast platform adventure game. Vast be- 
cause there are over 500 locations. 
Platform because you have to do an 
awful lot of leaping to get anywhere. 
Adventure because the game involves 
exploring in search of weapons to des- 
troy the evil guardians. 

flie first thing that strikes you is the 
animation of Sabreman himself. Make 
him jump and he soars into the air like a 
bird, arms outstretched, body gracefully 
angled. Collide with an object or a 
creature and he spins to the ground in 
an ungainly sprawl It's magnificent 
programming. 

And the creatures arc just as good, 
with winged harpies', jellyfish-like crea- 
tures, gremlins and, in some locations, 
eagles which may pick you up and carry 
you through several screens away from 
your desired course. 

Contact with any other creature will 
send you flying - sometimes this is just a 
nuisance, but in many of the screens, it 
means you get knocked off the platform 
you're standing on, fall just a bit too far 
and . . . SPLAT, 

If you're to have any hope of getting 
anywhere, you must find a weapon to 
keep those nasties at bay. Fortunately, 
there's a catapult available right at th.c 
start which can send out a spray of 
projectiles in the direction you're facing. 
As you painfully bounce your way 
around you discover that the scenery is 
of two different kinds. There's the in- 
terior of what could be a castle, deco- 
rated with book -she Ives, chests, eagles' 
crests, torches and other objects all of 
which double as platforms to leap onto. 
Then there are screens of underground 
tunnels and caverns in which lines of 
hubbies drift gently upwards from 
numerous small volcanos. 

These bubbles are an essential means 
of transport. Jump onto one, and up you 




go with it - a refreshing change from 
platform leaping. Also in the caverns 
you can use a rope which automatically 
fastens itself to a cavern roof i f you jump 
close enough to it a brilliant touch. 

Other features include a variety of 
gems which temporarily make you in- 
vulnerable, extra lives to be collected in 
the shape of rnini-Sabremen, and the 
guardians themselves. 

Once you've got past the third guar- 
dian, you have to try to find an exit i'mrn 
the Undcrwurlde. There are apparently 
three different exits, and finding just one 
wo n't be enough! I say no more. 

What puts Underzourlde in a class 
above most other recent arcade - 
adventures is the way it plays The 
action is incredibly hectic, yet wonder- 
fully different. This is something to do 
with the fact that a single leap can carry 
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Descend ing by a rope i n t he U nderwurldo , 

The vol to nit bubbles provide another 
mean-, of transport. 
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^ GAME: UNDERWURLOE 
S MACHINE: SPECTRUM 48K 
S CONTROL! KEYS, KEMP, AGF, SINC 
^ FROM: ULTIMATE, £9.95 
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Sabreman the entire width of a screen. 

is one of thai tiny elite of games 
which you fall in love with in seconds, 
yet keeps you going for weeks. 

However four criticisms are worth 
making: 

- there is no high score table, 

- once the game is solved, interest in it 
will fall off This could be avoided to 
some extent by including a timer, so that 
one could try to complete it more 
quickly next time 



- Ultimate are still persisting with their 
strange control key layout. Why not 
have user-defined keys? 

- some copies of the program appear to 
contain a bug which causes the ropes to 
stop working after a while. Ultimate 
insist only a few are affected and that 
these will be replaced. 

Despite this, the game is another 
certain number 1 and another glossy 
chapter in the Ultimate success story. 

Chris Anderson 
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lew name 
in Software I 

Superb software for 

ORiC-1 /ATMOS, COMMODORE 64, 

SINCLAIR ZX-SPECTRUM, AMSTRAD, MSX 

Write or phone for details of 

latest releases. 

Program Authors: Send us your latest 

software for evaluation and 

perhaps make your fortune! 

Orpheus Ltd., The Smithy, Unit 1, Church Form, 
HatJey St. George, Mr. Sandy, Beds. 

Tel: Gamlingay (0767) 51481 

Dealer Enquiries Welcome 
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ATARI AND COMMODORE 
PROGRAMMERS 

Original games and utility programs 
wanted for the Atari and Commodore 
64 home computers, Top royalties peid, 
We can distribute if out software world 
wide, For further information please 
write or telephone. 

Plus lOO's more titles available Send S.A.E, for free catalogue or 
Telephone 01-723 056.2 between loam and 7pm. All cheques. 
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THE GOOD NEWS is that PCG 
has once again sprung to the aid 
of lost explorers and printed a full 
map of the game. The bad news is that 
there are no less than 594 locations and 
survival can be tough. 

Your first task (after picking up the 
catapult lying next to you at the start) is 
to locate either the dagger or the bow 
and arrows. The locations where you 
may find them are indicated on the map. 
You can use these weapons to get past 
two of the guardians. 

However, we have deliberately not 
revealed the location of the torch - we 
think there's only one place you'll find 
it, but you'll have to search it out 
yourself. Getting the torch allows you to 
enter the upper realms of the castle and 
hence, finally to escape. 

There arc three different exits - going 
through each one will give you a diffe- 
rent message about a forthcoming Ulti- 
mate game. 

General playing tactics are best disco- 
vered by experience but the following 
may help. 

• Keep the fire button pressed as you 
enter a new location - you never know 
what you might run into. 

x zr^j -t"- t"; j ..j._^h 




• You can move down passages in the • Your only hope of completing the 
castle simply by walking off the plat- game is to pick up extra lives as you go 
forms, You automatically land on the along. Their locations arc marked on the 
one below. m a p - but some only appear when you 

• To move up through the Underwurlde enter the location from a particular 
it's safer to use bubbles than ropes - ycu direction, Chris Anderson 
can jump off them more easily, - 

Apart frprp ^ . . Bob Wade 
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GAME: MR FREEZE 



MACHINE: SPECTRUM 48K 



COWTB OLi KEYS, KEMP 
* FIREBIRD, £2750 



Mr Freeze is one of the games in British 
Telecom owned Firebird Software's 
range. You control the titie character 
who must de-freeze six compartments of 
a fridge. The fridge is a platform and 
ladders arrangement frosted for effect- 
To complete his task on each screen he 
must reach the de-ice box which is 
positioned in different places according 
to the screen. The various compart- 
ments can be attempted in any order. 

However, the fridge is packed with 
aliens and deadly food lasers which fly 
about all over the place. There are also 
ice cubes and gaps in the platforms 
which block Mr Freeze s path (these 
must be jumped) Falling from a height 
or contact with the aliens loses him a 
life. If this happens he becomes an 
ice-cube himself- an attractive piece of 
programming. 

The graphics are detailed and colour- 
ful, Mr Freeze himself is particularly 
well animated, clumping along in his 
heavy space- suit. Sound is minima! and 
the controls are hopeless. There is a 
Kempston joystick option but forget it. 
There are four directions to move in, 
and firing the laser pushes back the 
enemy alien, lumping is achieved with 




: GSA.PHIC5 



I SQUNO 



Po«ipiM*»TT 



| LASTING INTEREST 



[QVJRAll 




GAME; MELTDOWN 
MACHINE: SPECTRUM 48K 



SKEYS 



FROM: KERI AN, £5.95 



The cassette inlay describes this game as 
being 'classic in style' whereas we com- 
puter cynics know this to be merely a 
euphemism for entirely unoriginal This 
it certainly is, with you controlling your 
little jet -packed man , he being as obliga- 
tory a feature of space games as was the 
laser base a few years back, 

He moves through all nine (now 
there's efficient programming for you!!) 
rooms of the nuclear reactor, collecting 
the coolant and thus preventing the 
meltdown. And where would an unori- 
ginal space game be without unoriginal 
aliens? There are all of two life-forms 
inhabiting this particular program; one 
species having migrated directly from 
}et-Pac, the other being just misshapen 
pro to plasm i c bl ob s. 

Games like this can only be carried off 
with any success if the programming 
techniques used arc exceptional. Unfor- 
tunately, Meltdown' $ graphics and 
animation could have come from two 
years ago The characters are reasonably 
detailed, but move in a flickery manner 
and, worst of all, incredibly slowly. Thus 
what is meant to be a game for reactions 
virtually becomes one of strategy - more 
akin to manoeuvring the QE2 than a 
jet- packed space hero. 



joystick control by pushing the stick to 
the top-right or top-left diagonal posi- 
tion, and this mixes up with the direc- 
tion controls making accurate move- 
ments difficult and jumping ice blocks 
almost impossible. So stick to the key- 
board option it is marginally better, 

PlatForm games have reached a peak 
with games like Monty Mole and }et Set 
Willy so perhaps software houses should 
be dreaming up new scenarios Games; 
such as Mr Freeze seem to be taking a 
step backwards in programming. Six 
compartments seem pretty unamazing 
but with the awful controls you have a 
hard job on your hands. 

Martyn Smith 

MNUPOWTS - 

S™ 1 "*; ****'* "°^ng to M up and 
JWT only cm * to hit the diking button at 

S^w Spittle | 
™™ ****** is not mode clear. 

£££$^»^*^ 

Special mention must, however, be 
made of the sound, for the usual zaps 
and blasts have been done in a manner 
that would put a few major software 
houses to shame. Also the control keys 
aTe sensibly placed and easy to use, 

Unfortunately, neither of these two 
redeeming features can offset the poor 
aspects of the game, due mainly to 
unoriginality and bad programming. 

This is the first game that 1 have heard 
of from Kerian, and I hope that it is not 
an indication of their future standard. 
As it is, 1 would need a hefty bribe to 
recommend Meltdown to anyone, 

Peter Walker 

fp^bT y the worst ^ rve seen J J™NEl POINTS _ _ 

*"* «"<" '1 Bo* and the chaffer™ - T f* ° ne of the ™™» room* 

-PP«, Th e gr.ph.es IJZZ are ITZTT^ ^ » b — " *• ** 
okay, althourtJi +k & j . 7 , eminate From th* *,r,l r. ~i a. J 



.bSSri coW r6ception sinw ;, ' s « 

A* o budget-priced gome the si* screens 

S ^T* ^"ti^ execution isn't 

^™^reoch screen is not orwavs the 
**** foeca yse the food varies in i^** 

'"wwnwifa, so you won't foe able to 

guarantee competing a screen e^ W. 

Bob Wade 

"*£* ,itfie ™**r leaves me cold 
wepfaf is hombfr unexcifi-np 




ODOeor ThJ """J* wrwn other q 
appear The graphics and sound are 

o^olthough the largest of the 
spaceman makes him extremely 
vulnerable. r 

M^? V™? iike * fs ***• me 

ttr '°^ ob,etow r_^^^ 



•2S* ^--dfs of the rooms o 
straight m front of ?he door. 

j, , Steve Spittle I 

I n* is a game I could redly have 

Martyn Smith !"j^' JS**** "**# drawback - it 
*° s *fnpossrbJyslow L 

E* 9C "?* fs "*9* W Using your .k ^ 9rQph; " * ere de ^ °nd pretty 

fat-man's loser drains his ££££, SPlTT* H th * "**«*£ S 

_ WQS f ^ *«'tem«it. Peter Connor I 
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@ Soiaj- Storm NEW 

(f) Demon Anack 

© Star Voyager 

(0) Atlantis 

(f) Cosmic Arc 

Riddle of the Sphhrtx 

Dragonfire WEW 
No Escape NEW 
(f) Fathom NEW 
Q) Quick Step NEW 
(R) Moonsweeper NEW 



© ROfltyCQnMf 

Instant selection cf your fanourrte games 
«the pressor a button (ATARI 260&VCS only) 

only £2395 each + p&p 

OR 



Pleas* send me the rtflowing game Gartrirjgei: 



I claim nty free: 
Sc4ar SWuTrt f~1 
Dragonfire i ' 
Rorrscanner □ 



(Td get tjotrv 5ot* Storm and Komscanner free r buy 7 or 



[Atari) 

l'Mattc'1 

>■:■■« 



|5e4* SSsjti +■ BtKriscsrsAer 
togetfift OfVjf ItWVUffll 7 Of 

moflf A!ari-COm|MiiEile Q*nr! 
bougfur 



Ton^Valuril 



Add 75fl (PIP): L 



im^gnc ft-nor affi lifted uvi th Atari tnc of Mattel Electronics Int 

(mag* Video Game QWer, Unit ] B, MiH Street, Sjaugfl, 
Berks S12 5DD 



Orders will .normally be despatched within 7 days of 
receipt of order, but please jllcw Si days, kit delivery. 
Should any item be unavailable, an alternative will 
automatically be supplied. 



I f ivlov .? jxwl QiiierJCheque rathe ^aloe oft 

iriKle JHy^t*? H V-detiGsmc Offer. Do not ssridcastl 

imagiC VidW Game Offer, Unit 1 B, Mid Street, Slough, 
Berks SL2 50O 
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GAME; COUNTRY COTTAGES 
MACHIHEl SPECTRUM 48 K 



CONTROL: KEYS 



FROM; STERLING SOFTWARE, £5.95 

Ever fancied yourself as a grasping 
landlord? Well Country Cottages is just 
the program for giving vent to your 
venal impulses, You will need a partner 
and at least half an hour to play this 
game. 

You and your opponent start off with- 
out hard cash - just a loan from a 
friendly bank manager. The first thing to 
do is to choose the length of the game 
which is done by entering a target 
amount of money; the first one to reach 



it wins. 

Next the two players take it in turns to 
buy, sell and rent out cottages. A proper- 
ty is described and shown in hi -res 
graphics on the screen, and the pJayers 
bid against each other until the price 
goes too high for one of them. Sup- 
posedly the program holds thousands of 
different cottages, but in fact they are all 
variations of the same cottage and back- 
ground. 

After purchasing a cottage you can 
rent it out by advertising the cottage 
and your chosen monthly rental. 
Humourously named people then come 
to rent the cottages. Other game options 
include selling cottages, adjusting rent 



and viewing the state of your bank 
balances Hazards include cottages 
being burgled or catching fire- they may 
even suffer damage from thunderstorms. 

Whcn a player reaches the target 
figure which was set at the start of the 
game, he/she has won. The instructions 
say that the winner will be, justly 
rewarded for their victory'. What you get 
is a corny message in red lettering. 

Country Cottages is a fairly standard 
property management game. It is simple 
to play and neatly presented, although 
not the most sophisticated game of its 
kind Ifyou arc looking for a fun game to 
play with family, this will keep you 
occupied for a while. Steve Spittle 



CAME) INSURGENCY 
MACHINE: SPECTRUM 48K 
CONTROL: KEYS 
FROM; CCS. £595 



Ever fancied yourself as a bit of a Che 
Guevera, fighting for the freedom of the 
people? Or, for that matter, a govern- 
men I, battling for democracy and stabil- 
ity in a tiny state? If so, then CCS 's 
latest release. Insurgency, will appeal to 
you. 

The cassette describes the game as 
simulating 'a campaign of subversion in 
an isolated region of a third world state 
that has come to a head '. It's a story that 
will be all too familiar to anyone who 
reads the newspaper: martial law, task 



forces hunting down dissidents, neigh- 
bouring countries supporting guerilla 
forces. 

It's a two -player game, with one play- 
er taking the part of the rebels, the other 
controlling state forces. Whichever role 
you choose to play - you will have an 
equal number of complicated options 
and eventualities to juggle with. 

The tape contains two programs. The 
first holds the routine which sets up the 
game - the two players choosing the 
various forces with which they will wage 
the campaign, and the map upon which 
it will be fought. 

The next program uses this data for 
the game itself, a complex affair in 
which the players can move forces. 
occupy villages, bring in new supplies. 



receive intelligence reports . . . and so 
on. 

As you can tell the game is fairly 
complicated, so arcade aces who cannot 
think beyond the trajectory of their next 
missile should give this one a miss. 

Graphically it is quite well done, the 
map being clear and easy to understand. 
The text is laid out neatly and with some 
thought and is therefore simple to fol- 
low. Sound is necessarily limited to 
informative beepings, and the controls 
are limited to the keyboard. 

it is difficult to follow at first and takes 
a lot of thinking - every tactical nuance 
will not be immediately obvious If you 
do enjoy tactical games, then this is 
about as good as they come. 

Peter Walker 



GAME: BOOTY 

MACHINE; SPECTRUM48K 
CONTROL: KEYS, KEMP, CURS, SINC 
FROM: FIREBIRD.. £2.50 



The game is a platform and ladders 
affair, not dissimilar to Pyjamara but 
nowhere near as good You, cast as Jim 
the cabin boy, must run about a ship 
exploring its twenty holds and collect 
various treasures. Many of these are 
hidden behind numbered doors and to 
open these you need to find the key with 
the corresponding number. 

Every screen is packed with cargo, 
treasures, doors and keys, most of which 



overlap rather badly when you walk 
past them. This overlapping sometimes 
makes it difficult to see whether or not 
you have picked something up. 

To make your fob more difficult there 
are ghost pirates, trapdoors, the cap- 
tain's parrot and some extremely large 
rats. Also lying in wait are booby trap- 
ped treasures which, when picked up. 
give you very little lime to get away The 
idea may not be original but the ele- 
ments come together to form a fairly 
nice game which needs some quick 
t h i nk i ng a n d a sou nd strategy. 

Generally, graphics are good, though 
animationisabitjerkyandthereisquite 



a lot of colour clash which, though 
inevitable, can be kept to a minimum by 
some not- so -tricky programming. 

The game starts with a pretty seascape 
with a jaunty hornpipe tune which 
continues throughout the game If it gets 
a little tedious you can turn it off 

lfyou manage to collect all the trea- 
sures you have to find a bronze key to 
the next collection of booty which is 
tougher to get. 

Despite Booty's lack of originality, 1 
feel it is very good value for the mere 
£2.50 you have to pay. And it certainly 
bodes well for the full-price range of 
Firebird games. Rob Patrick 



OAME : TU RMOl L 

MACHINE! 48K SPECTRUM 
CONTROL: KEYS, KEMP 
FROM: BUG- BYTE, £6.95 



You've heard the joke about the bounc- 
ing Czechs, now play the computer 
game with the bouncing Arabs. I'm not 
sure the Race Relations Board is going 
to like this game a great deal but I'm sure 
you will 

Taking the role of Mic Mechanic you 
must negotiate your way round a factory 
collecting tools, returning them to the 
workshop and collecting oiJ so that you 
can fill your car and make your escape 
to the next screen. You collect the oil 



and tools by running up and down 
ladders and jumping between platforms 
using ropes, springboards, conveyer 
belts and a wrap-around screen to help 
you. 

If this isn't enough, you are chased 
around by sword -wielding Arabs who 
are more than a little disgruntled by the 
mess you've made in the factory and the 
fact that you're stealing their oil. Con- 
sidering the price of the stuff these days 
rmnotatallsurprisedf 

The game has twenty-six screens 
{Coded a to z) and each one presents a 
new challenge- There are some really 
difficult obstacles to overcome and it's 
easy to become addicted The main task 



on each screen is to collect enough oil 
foT your car to drive away. The reai 
problem is not getting at the car but 
obtaining the oil in the first place. 

You drop the oil down a grid to fill up 
the car which gradually appears from 
the wheels up till the roof plonks on lop. 
The car trundles off the screen sounding 
rather sick, so it's no surprise that you 
have to Till it up all over again 

Graphics are excellent throughout the 
game and that all -too-frequent phe- 
nomenon of colour clash is virtually 
non-existent. There's some nice anima- 
tion and the Arabs can be quite fast and 
extremely ruthless so you've got to be on 
your toes. Rob Patrick 
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SOFTWARE 

A game of distinction CD from British Telecom. 

WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE 
LONDON WC2H 9DL TEL: 01-379 6755/5626 

Firebird and Ihe Firebird logo are trademarks of British Telecommunications pic. 
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NOT FOR 
PEOPLE WITH 
HIGH BLOOD 

PRESSURE! 







V Vatch out for them— 
these four new games 
could be dangerous to 
your health. And, as 
they're from A'n'F, they're 
second to none, calling for 
a level of skid that's 
bound to set the adrenaJi n 
racing. 




SPECTRUM 48k CYLON 
ATTACK— Now with better 
than ever tsometric perspective 
graphics (3D). £5.75 
BBC 32k SNARL-UP— Sheer 
bumper to bumper frustration 
and only five chances to hit the 
fast lane. £6.90 

COMMODORE 64 GUMSHOE 

—One bleepin' obstacle after 
another stops you reaching a 
girl who needs you— 
desperately. £7.90 
SPECTRUM 48k ALPHA-BETH 
—The brain teaser that makes 
it doubly difficult for you to give 
the right answer. £5.75 
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AAF SoHware, Unit S t Can*! Side Industrial Estate, 

Woodbine Street East, Rochdale, Lanes OL165LB. 

Telephone: 0706 341111 
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ORIGINAL SOFTWARE DESIGN 










Attack & Revenge 
of the Mutant Camel! 





MAMA 
LLAMA 
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AVAILABLE FROM W-H. SMITHS, BOOTS. WOQLWORTHS AND MOST COMPUTER RETAj 
LLAMASOFT 49 MOUNT PLEASANT, TADLEY, HANTS (TEL. 07356 4478) SAE FOR CATALOGl 
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"T^ FEATURE OF THE BEAST! 



JIM 



EVERYDAYIS * 

CHRISTMAS Dflflri 
WITH 

'SPECIAL 
DELIVERY' FROM 
-^CREATIVE 
' .SR\RKS 



Make this Chriitmas (Ciffy 
al with this delightful 
computer game. 

kt*dl pment to Mid to 
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HIRE SPECTRUM 
SOFTWARE 



OVER 2S0 different lapes for hire in- 
cluding ARCADE, ADVENTURE, BUS- 
INESS. EDUCATIONAL elc. -even an m/c 
Compiler. FREE 26 page catalogue. FREE 

newsletter wilh Mute, tips and our top 

tape chart. 

OVER 3000 tapes in SWCk, with up to 60 

iM^ies of each title for fast service. All 

1apes sent by 1st class post. 

LOWEST PRICES - hire up to 3 tapes at a 

time, from 63p each fonwo weeks fiire. 

(Plus p&p and VAT). European memheis 

welcome. 

Tapes for sal? at DISCOUNT pric«s 

Telephone 01-661 92^0 (5am - 5pm) ar 

write for further details, or complete the 

coupon and JOIN TODAV- you've nothing 

to lose' 



SAVE £3.00!! 



For a limited period, we 
are ottering HALF-PRICE 
membership to readers ol 
1 h =s magazine. Join now, 
LIFE membE r sl>ip is only 
£3.00 (normally £6.00). 



SWOP SHOP 



A new service from N.S.L. 
SWOP your unwanted 
lapes with tapes from 
othe? members for a small 
tending charge of only 
60p (plus pip and VAT) 






4£ HaretieW Avenue, Cheam, Surrey SMS THE. 

I enclose cheque/postal order lor £3.00 tort-lFG memtjgr&hip. Please rush 
my membership kit to me. H, within 28 days, I'm not delegated wilrt your 
service you'll refund my mamber&rilp fee.. 



Name . 



Address 
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ADDISON-WESLEY 
PUBLISHERS 

A GAME TO 
LEAVE YOU 
SPELLBOUND 

Yet another 

mindless 

program 

which tells 
you how to 
exterminate 
a million 
extra-terrestrials? 

Not quite 




THE SECRET OF ARENDARVON CASTLE 

involves no annihilation, obliteration or vaporization of innocenl 
aliens. It's a microworld adventure with a difference. This value foi 
money mystery adventure ls set in the remote castle of Arendarvon 
in Scotland, where a journal i.'jt mysteriously disappears whilst 
investigating a series of strange events. It is your lask to retrace his 
footsteps throughout the perilous secret passageways of the Caslle. 
Descriptions, maps and illustrations wit! provide the clues to help 
you survive this ordeal. The program listing is given at (he end of the 
book and the programming is arranged on a day-to-day basis so that 
you. do not have to key in the program all in one go The last digit of 
each 1 ins checks the program for errors so you know immediately if 
you have made a mistake. You need no previous experience of 
programming, jusl a vivid imagination and a litlle boldness. 

So - GOOD LUCK — and remember, 

GIVE THE ALIENS A REST THIS CHRISTMAS!!! 



Please order your copy from your local bookseller. In case of 
difficulty order direct from Addison- Wesley The prices are valid 
for the UK and Eire only 

POSTAGE & PACKING 

For orders under £60 at retail value, please add £1S0 for single 
items and 50p for each additional item Orders over £60 are 
handled free of charge. 

Please send me 

THE SECRET OF AKENDARVON CASTLE 

D Apple II Book (14565) £5.95 

Q Disk < 14577) £6.85 

□ BBC Micro Book ( 18080} £5.95 

3 Cassette [18081} £5.70 

D Commodore 64 Book (14563) £5 95 

D Cassette (14575) £5.70 

G IBM PC Book { 1 4564) £5,95 

□ Disk (14576) £6.35 



□ ZX Spectrum Book (14578) £5.95 

□ Cassette (] 4579) £5.70 



Name. 



Address 



I enclose my cheque for £ . 



.OR please debit my 



Access/Barclaycard/Visa/AmencanExprGss/Diriers 
Club (Delete as applicable). 



i Account No 



Expiring Date 
Signature . 



.Date. 



DeptQ 

Addison- Wesley Publishers Ltd 
Fmchampstead Rd, Wokingham, 
Berkshire RG 1 1 2NZ Tel: (0734) 794000 
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hat a game! 1 We reckon this listing is 
easily up to the standard of many 
commercial Reeb programs. Type it in, sate 
it to tape (just to be on the safe side), RUN 
it, and g.-a..s,,p at the graphics- What's 
more, it doesn't just look good - it's a real 
challenger when it comes (o gameplay too 

You start at the bottom of the screen and 
must fill in all the platforms by passing over 
them. You can jump up the ladders, and 
dropping from one platform to another is 
allowed. You get one point for each 
platform filled in. 

You have four lives and lose One if you 
collide with a monster or with the display 
border. A screen is cleared when all the 
platforms are filled in. Keep an eye on the 
oxygen level - you gel a bonus for the 
am ou nt re m ai n i ng wh en you ' ve cl eared a 
screen, but you get hilled if it runs out. 

There are three different screens to clear 
before you reach level 2. You are (hen 
awarded a bonus life, but from that point on 
a filled platform will de-fill if you re-cross it, 
making life much, much harder! You will 
lose a point each lime a platform de- fills. 

There's a hi -score (able waiting for you, 
so get those fingers tapping! 

Main variables 

v% When v%<>0 stop the game, v%=l 
then screen cleared, v%=2 life lost 



1% 


Lives 


sc% 


Score 


name$ 


Hi-score top eight 


score 


Hi-score top eight 


sh% 


Sheet 


le% 


Level 


■% 


x co-ord of player 


y% 


y CO- ord of player 


w% 


Monster 1 x co-ord 


1% 


Monster 1 y co-ord 


r% 


Monster 2 x co-ord 


i% 


M ouster 2 y co-ord 


a$ 


Player figure 


h$ 


Monster 1 


It 


Monster 2 


f$ 


Flower 


V 


Speed of monsters 



Program 



ion 



Line 

10 Title 

20 Error trap 

30 Calls proc to define chars 

40-130 Main loop 

1 40-190 C heck m ove proc 

200*530 Defines ch ars 

540 Initialise variables 

550-740 Print screen, tunc etc 

75® Tunc 1 data 

760-820 Screen data 

880-900 Char s for screens 2,1 ,3 

910 Delay proc 

920-990 Proc m ove stage/ level 

1000 Tune 2 data 

1010-1050 Moverightproc 

1060-1100 Moveleftproc 

1110-1120 Check if dead 

1130-1200 Proc drop man 

1210-1270 Fill platforms 

1280 Print score 

1290-1440 Proc jump 

1450-1580 Move monsters, bonus etc 

1590-1660 Lose a life 

1670-1720 Kndgame 

1730-1940 Introduction 

1950-1960 Error routine 
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1,0 REH l"1DNSTERHANlfi<C» BY P.AZZDF-ARDl 

29 QNFRROftGOTO1950 

30 PROCDEFINE 
40 REPEAT 

30 HODE? 

; ; PROCfNTRO 

7B rtODEI 

BB PflOCIHIT 

98! REPEAT 
100 FR0C5CREEN 

||8 REPEAT PRDC_CH_MOVE:FRDCEF|f«:LWTjL 
VSOB;IF V-f-=i FHOCLEVEL ELSE PRDCLIFE 
120 UNTiLlX-B 

1J0 uhtil.fal.se 

14C D6FP*OC_r.H_rtOVE 

IF INKEY-1 PfiOCJUMP;ENDPRD£ 
[F [NliEY-98 PRDCLEFTfENDPfiOC 
IF INKEV-dTfUOCfilGHTcENDPRDC 
190 PROCDELAY<30> 
1VB EPfl>PROC 
280 DEFFROGOEFlNE 

2lfl FORflilTaflTREftDBifl^-flJfOlRiBrNElT 
22S F0RA-lTD7sftEA-DB:B*=B#»CHR*B:N£XT 
UJB FQfiA^ 1 TQ9 i RE ADBiC *■=(:* ^CHPSO: NEXT 
24B FORft=l 1 , 09lREflDBiD*-J3**O**l'lWEJ£l 
350 FDRA-lTOf : READB: E»=E**CHR*Bj HEX T 
26ft FORfl=ir09iREflDBiF*-F»+CHRfetl««T 
27B REH*DATfl FOH CHARACTERS* 
2SB DfiTAiS,3,3,224,e, 10,3,1 .2.25 
2<Jft tipTfllS, 3,4 ,224,8, 18,3,7,227 
300 DflTfllB, 3, 11, 220,9,18,3, 7,229 
"5!B DflTA19,3, 3, 230, fl, IB, 3, 1 ,231 
$2$ DflTA18,3,1B,232,B, 1S,3,7,233 
33B MTftlB,.3, 13,240,9, IB, 3, B, 7*1 
3*8 EHVEL.QPE1 , 2, -I ,-t,-t , 233 , 2S5 , 253 , I 

2B,0,B,-12B,1BB,60 

35B ENVELOPE 2,2, 0,0, 0,0,(5,255, 3, 0,0,-1 

23,12S»* 

360 ENVELOPES,! ,8,8,0,0,0,202,0,0,0,-2 

, 100,40 

370 ENVELOPE*, I 3B,0, -2, B, 3,25,20,0,-4, 
-4,-3,125,60 

380 UOv23,224,AB,126,. 153, Iff?, 233, 1«T, 4 
0,102 

390 VDU23, 223, 24, ft, 182. 102,0,24,0,0 

400 VDU23 T 224,54, 124, 146.146.254,199,2 
34, 17B 

41B VDU23,227,B,0, 10e,4B.B,56,0 T B 

42(1 VUIK«, 228,36, 102, 153, I E3 , 25S , 102, J 
6, 102 

430 VDU23, 22?, 0,0, 102, 66, 0,24, 0,0 

44B V1HI23 ,258, Afl T 170,0, IBB, IBB, O, 0,0 

450 VDU23,231 ,0,0,36, 16. 166,2:54,254,84 

46ft UDU23. 332, 8, B, 42, H, 127,93,20, 34 

47B VDU23, 233, 54, 34,0, ft, 0,8, 0,0 

480 MDU23, 255,0 ,12B, 1ZB , 12ft, 12&, I 20, I 2 
H.M 

490 VDU23.Z4B, 65.60,48-, 48,40, 40, 14,145 

SB0 VDU23,241 , B 1 1 30, 130, 6B, 65 ,6B,40, 1 4 
3 

SIB VDU23, 254, 255, 253, 233, 233, 233, 233, 
233,255 

520 D 111NWC* ( B t , SCORE < 8 i : FQRL=2TQ7 1 UftM 
E*tU="P-C,G. Po-adar No. "*STR* (L- 1 J ;SCDR 
EIL)*(6-L) »^0iHErT:SC"'L=0 

530 ENDPRDC 

340 DEFPTOCINJT VDLfl9, 2,4j j 1? ,5, 3; j 2 
3[B2B2jB;0;B; iLET4=l: 1K=4: SH*-=1 iSCK=0; END 
PROC 

550 DEFPROCSCKEfeN 

54fi R^RNIHSJ i 1FR-1H*-C* : I*-B*ELSElFFr=2 
H*=&*: [*=Prlif;i SF IFR=7Ht=E* i I*-E3*E'_SLIF' - .--4 
H*-Cti 1 »'-D*EL5EH*'=E J : If=CI 

570 M- 1 1 92 ■ K m i - 44B= VK- 1 BB S WK=96ft : TX= I SB 
:W.=0!F'!'.=a-N=h!fi^-=4*e:SV.='?24 

5B0 TFSHK*1 RESTOREB0O ELSE IF Bf*S^Z RE 
H-likt itM n SI- RCB1 UltCBW 

590 ON SHXBQSLIBe70,SSft,900 

600 yDUl9,l0,B;0[ l I ?,ll h 0;0il7,l3,1S:0;4 
, I "/,! 39, I?, 20,1,27,13, 3, 17, 128, 12, 28, 1,3 
0,16,27, 12,26 

6E0 PRlNTTABd ,1) jSPCdB! : REflDA, B,C, D, 

cats . cbx , ccit , cdh ; *,-/.=<*; e=B: f =c = i =d 

420 COtDUR I0i FORD- 1 TOE r REfllW , E . t : VDU5 i 
, A , B: FOfH3=i toe: VDU2 JO: NEVT T 

430 VDLI1?, 10,CftW;0; 

448 rOl.0uftl3: FDRD= lTDFi REftOft ,E,C: VTHJ31 
,ft,B:FW?B=lTDC:vDLT2-^4,e, lB:f*:i(T, 

£50 SDUNiD2,2,0,22iSnUMD3,2, 1 ,22:F0*S= = 1 
TOS15TEP.3:VBLF2'J T B,I,F!0;0;B;.NEXT 

440 CDLOURCftXgFRINTTftBd , I) ; "SC= " ; SC'/. 
?COL(K«ftC;81t;PRINTTABIlB, I) , "LE--] LESs COLO 
URCCXtPRlNTTrtfl(13, 1) i ,r SH= " i Sl-T-I ; 

47B ^DUlf ,10,CftX;0j IV, 11 ,CD^=Di 1?, ] 3 , L" 
CHiBS I*, I4,J?0;3 

4Bfl FDPDi-nOI i REFiDfl, B: VTXJ23 , fl , A: B-33; 1 
B,3,CB"^,23^,a,l I ;PR!NTF*iWE*T 

6"?a MOyElfS,¥lSiFRINlfi*:MOV|flfri T JH.iPRJNTH 
I : HQWEft?. , Sii PR I NT 1 1 
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700 IFIKi-l FDRT-lTOI4-l:HOVET» 1 71+3.2,74 
cPRlNTfl*:NEKT 

7 10 SOUND0,2,A, 14TflDVE300,76i*jC:fH.a, 7s f 
& i HT5TR I N6* r 1 1 , ChR' 1 25 4 J ) i GCDL 3 , 4 : F DftL^S 
12T01ietBBTEPB:VDU23,4,L-;74;255; IFL 72B (3 
COL3,3 

720 NEKf : HOVE 366, 534; PR INT, "GET REfiEV " 
:FDRO=rlT02r REST ORE 730 

736 rQplf = lTO9:REftDP h DiaOUN-Dl,-10,P 1 O:N 
EKTiMERTifinVE3fi6,334:P4lt0C[>EL.flV(<?i?>Jj iPHIN 
I J "SET RErtDV"iFDflL-3TOlSTEF--2:S0UNDl ,-1 
0,14l T L:5OUNl)l,B,8,BiMElrT 

740 EMDPROC 

730 tWTfliBl,5,i21 1 I,137,5, 121, 2,1?*, 2. 
121 ,2,12 1 ?,2,12J ,4,1 17,4 

?6S 0^672,20.3,3,4,4,7,1 

7 7B DflTB2,5,3,6,3,6, t 3,5 ,4 ,3 , B, 15, 2, 12 
,2 ,9, 12, 2, 13, 12, 4,2, 17, 1,4 ,17, 2, 7, 1 7, 2,1 
0,17, 4, 17, 17, 2,1, 20,^,1, 23, 3, 5, 23, I,?, 23 
,9, I, 37, 3, 5,27, 4, 11, 27, 4,16, 27, 1 

7SB QflTftl ,B, 5,12, 5, 3, S, 12, 3, I 1 ,12,5,18 
,8,5,6, 17,7,16., 17,4;, B, 23, 4 

79B DfiTTfl640,316,3SB,>*4,fl32 I 5Ba 

HWB OftTfi50,23,9,4,l,3,6,2 

B10 DATFi2,6,2,3,4,5, 11, 4, I , 15, £,2, 10,6 
,1,1, 12, 1,3, 12, 2, 4, 12, 6, 14, I I, 1,1 6, II, 2, 
14,l4,l,l,l6,2 1 3 T 14 1 l T a 1 14,«,l 1 Zl,2 l <?,2l 
,3,14,21,3,^,21,1,1,27,3,3,27.3,9,27,3, 
13,27.3,17.27,2 

B2B DfiTf*4,6,f», IB, i, 4, 17, 6, 5, 2, 12,4,13, 
11, 10, 3, 14,4, 7,16, A, 17, 21, ft, 5, 21, i 

S3B DAta32a,54a,e<?4,AB4,3B4, ' BB , I 132,3 
80 

940 DA-TA5B, 16,8,5,2,7,6, 4 

930 l5AT43,i,l,5,7,2,13,7,2,17,A,l,fr,13 
,3, 10, 13, 4, 3, 16,2, 13,14,2,3, 17,1, 10, 17, 2 
,7, 19, 8,10,22,4, IB, 26, 4, I, 27, 6 ,14, 27, 2, B 
,7,4,2,4,9,11,4,7 

840 MTfll 1 4,24,ie,4,24,7,7,4, 12,7, A, 9, 
13,6,6, 1^,6, 9, 22, A, 14,22,6 

S7B DftTfl256 , I 99 , 320 , 5*0 , 3B4 , A34 , B3Z , 63 
6,996,540 

B80 VDU23 . 239 ,255, 1 A.5 ,TO f 165,7ft, 36,24, 
0,21,239 t B ,90, 165,70, 36 , ?4,B,0 ,23,234,25 
3,B,24 1 ft,6ft,0,24 t 0iRETIjn« 

890 VDU23,23B,233,0,2-4 5,2I ,21, 10,0,6,2 
3,239,8,255,10,10,10,0,0,0.23,254,255,34 
,36,36, 36, 36, 3*, 3A: RETURN 

900 VDL123,23B,V^ri, 1V9, 195, 9B , 195,189,0 
, 102,23,239,0, 124,34*24, 163-127,^8 ,0,0, B 
,23,234,233,0, 16 ,S, 14, 9, 25S , B f RETUHW 

910 OEFPROCDELfl¥(J> :F0fiP=l IOJ : NEXIiEKD 
FROt 

92ffl DEFFROCLEVEL 

73B lFLE-i=l^MOSh«.=3IK-I!t*liFOm--lT03e= 
SOUND2, -10,200, 1:3QUND2,8,0, 1 -n£xT 

948 SHl^SHK+li IFSH7.-4 LEX=LEX* I ; SHKi-l 

730 FDR ft=H DIU 14*1A TD 512 STEF-16;S 
OUND1 ,-12, 130, I 

960 VDU25,4:,ft;7As IB, 3,1 , 233 : PROCBELft^ ( 
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288 > :Se?.=5C7.+ l0iPftOCSCClRE£ NEXT 

fTB HEBTDftEtaiap=f-cinf?'tlT011i RE ADf , Dj: SOU 
NO3,-I0,P,D;NEl(T:5aLtNDB,2-,4,ia 

9B8 VDU4 , 31 ,0, 31 j F0RF=»TO3l i VDUlBi mFX 1 
4 

99B NEkTsCLSiENIDPRDC 

SWBO DflTfl.12*, 7,117,3,12 I, 3, 129,7,101,7, 
121, 3, 124, 3,137,3. 143, 3, 1*9,4,149,4 

1010 D'EFpRDCRIBMT!SajBHHi««,S,3 1 liBDUNDli 
L I ,0,49,1 

102B M1YE * X . V7. : PR I NTA* i XX-JHH-U^S PROCFO I 
r*T = riOVEJIX,YXiPRINTA*; IF POINT tilt, YJS-32) - 
BPRDCDROP 

1 85* IF VX-2 EN-DPRQC 

1B40 IF POIWTiaX.YK-JZJ-IBPROCFlU. 

iosb £moprde 

1060 D£FPfiOCLEFT!:SC}UNDJiB0 T 3,3,l^EDLJHmi 

i, a, 53,i 

1070 HDVEXX,YXiPRINTAS! X7.= XX-32=PR0CPD1 
NT:™vEXX,Y*;PR|NTA*sIF PO I NT ( it , VVL-32 ) = 

bprqcbrbp 
)bb0 if vx-2 endproc 

IB9B TF POIWHlfi,VV.-J2) = |BPROCFI(_L 
i IBB £ht**OC 

I 1 IB DEFPRDCPDINTs I FPD 1 NT ( XX+24 , f*. - 29 1 <. 
sflDRPOlNT (XX+33 . YX-2SX >0 VX-2 

I 1ZO ENDFftCC 

1130 OEFPRQCQRO** 

1140 IFPC1NT [XX,YX-32)O0ORPa.INTCXH-5t, 

vt-32»<yq EMDPROC 

1150 B».*J(]p , l ,v r J'./3,Z3St SDUWC* 1-0,3 ,3,255 

1 160 REPEAT 

1170 MOUE*?-,v;t;Pft|NlP*s YH^YX-T^ZjPP.nCPOI 
NT S HOME f.7. , V7. i FFrl NTA* i PRQCGAME 

USB UMTIL rnitJT(Kr.,¥l-32-|< >(K}ftYX=lii60R 
POtNTlI1!+36,yX-32K>« OR V51=2 

I 1 4b SOUWMtll ,fl, ,",P: - . -I ir i T- -- If, 0, 3 .1-: IFY* 
-!5iVX-2 

12BB CNCPftOC 

1Z10 DEFPRDCFILL 

1220 lFX7./t,A< >INT [*'/,./ 64 UlNDF-ROE 

1238 IF LEK^l flHDPDI NT fXK*8,Vi-3£. h ^B WD 

SCX-H : PROCSCORE ; SOUHBB , - 1 B , 3 , Z; GOTO 1 240 

124B IF LEX' VI VDU1S,3,CBX,25,«,XX| YX-3 
2(239 

1250 IF LEX<.M ANDPDINT (X7.+ B, Y\-3*)-B F 
X-f 7.- 1 i SCX-SCX - 1 : PROESCDRE i SOuMDO. , - 1 ft , 6 , 
1 ELSE IFuEVl.. >1F£=FH«-i:SCV.=SC10I : P HOC SCO 
*1E:50UNDe,- !B,3,2 

1240 IF FX-KX Vii«1 

1270 ENDpHOC 

12B0 D€FPHOCSCOREtWDUJ,31 , 5, 1 t PRINT; SCK 

iVDUSi ENDPROC 

1Z9B DEFFRDCJUI1PtSaUHDSiB0,3.Z,l 

130B IF INKEY-9B: RESTORE 1420 ELBE IF IN 
*E¥-*>7 RESTORE1430 ELSE RESTORE I 44» 

1310 FDR D-ITD3 

1320 REflDK,l. ;MQVE*S r Y - i=PRINTfi*; I.'i. = t.'!.*-V. • 
YX=YX+L;FRDC PO INT; HOVEXX.YX: PRINTS*: IFV7. 



-ZD--3:GGTQ135B 
1330 - - I :■---. -Mi 

I34B IF POINT CXX,YX-32)O0GRPOINT<XX*5* 

,vs-32 10915=3 

l?5ffl NEKirji 

I36B FRDCF-OINT 

137B IF Vi=l5fa OftPQjNT r X.X+24 , ¥ 7 r - 1 3 > =4 VT. 
= 2: ENDPROC 

I3BB IF POINT[XX,YX-33)=OPROC[>ROP 

I34B IF Va-2ENDPRDC 

14BB IF FDINTCX'i, YK-32) ~ i 0PROCF I l_L 

1410 ENDPROC 

I42B EWTfli-32,32,-64.0,-32,-32- 

1430 DATA32,32,i4,B,32,-32 

144B OAlR0,32', 0,0, 0,-32 

1450 DEFPROCGfiHE 

1440 IF InKEV-AB GCOL3.3:MOv€3Gft,540;Pfi 
1NT-Fr tele" tSDUMDSilB, 0,0,0 : SOUNDS. 11 ,B,B, 
B i REPEAT UNTIL I NkEr-54-MDyE3t4 , 54BiPRIM 
T "frepie" 

1470 N-N-M : IFM<W+5 GOTO 1550 ELSE N>! 

I49B HDVEWX,ZX:FRLNTHJ 

149B IFIM.^YS ZR~IS-32iBOTO!510ELSEIFIK^ 
VI ZS=Ji*32:eOT0i51U 

13BB IFM5i>lX WK->HS-32lEL5EIFH7.<SS WS«MB 
*32 

iSlB flDV£W3C,ZX:FRINTH*:ttaVeRTii,3K:FfiINTI 
t 

152B IFFffiiK* Rt=RK-32-GO'TO1540 ELSEIFRX 
<. *% R7.=Fra<-32iODT0134B 

1530 IFS31>YS SX=BV.-32iELSEIFS?,=-.VW BW-SS 
*32 

1340 MOVERTi,Sr.!pRINiTl* 

1550 IF JX-=YX AMD ty.-i=WS*32 AND JBE>P4iSr 
32 W.=2 

136B IF BX»VK AMD XX<-RX+32 AND XX>-RTS.- 
32 VK-3 

1378 H=H-|; lFH/14i=INT (H/lfil VDUZ3,4,H;? 
of IB, 3, 1 ,ZS5iBOUND3,-l , lt0,3D IF hK720 SD 
UHD2, -14, 200,3: IFH=512 \tt=2 

I56& £N15P*DC 

15"?B DEFPfiDCLIFE 

16BB SDUND&l I , | ,20B,20:BOtJMDi.l0,3,3 n 2B: 
IK-=lZ-l;&t;QL.B 1 fl:e=i 

1G1B FDRF^YXTDYX-2BSTEP-B. 4 

14,20 MOWElCK^iDftAuii^tS&.P-snrjvtx^^EnY-i! 
RpWyX+E.^.-ZBiE^E+H.ejNEXTiSCRJWDl ,4, 13», 
23 

li30 IF IH=8 PROCDEAt? 

li«B PROCDELflYl 1BBB> :VDU1?, t ] ,0:0; 19, 13 
,0j0f i SOUND!] 1,0, 0,0 

1ASB SOUND* ] 2,^,0. 20 i5DUNDl ,2,7B,20:FDR 
F=filTDBSTEP".3: VDU23,B,1 ,F S B;0;Bj [NEXT 

16b0 ENDPROC 

1 b?B DE FFROCDEAD : RESTORE 1 7 1 Bl EOUND0 , 1 , h 
,35 

tiBB FORH=|T0*> f ft£A|)*i*:6C0LB,RNIH6) : MCJVE 
R»6,4*32ffl , 340 1 PR I NTR* i PROCDELAY ( 3BB ) i NEX T 

1 i?B FClRR - 1 TD I 3 ; READP ,D- BDUHD JLB3 , - 1 B , P , 
Di rFP=|4^Oft*^bOLINl}J,t),0,0 



170B NEXT i ENDPROC 

171* DATA-G", "ft", "M", -E* t " " , -0-,-V" ,"t 
","R" 

172B DflTAB9,a,14?,B, 149 ,fi, 145 ,B „ I 37 ,B, 1 
■7,8.131,13,117,4,109,6.101,9,47.9,47,13 
.Sf.B- 

173B DEFPRDCINTROi VDU23^ B2B2; 0; O; j 

174B NtlNTCKM 1 4] ; CHH* I 24; 0^*157; CH**1 
31 i TAB (14) j M M0N5TERHANIA" 

1750 PR INTCHRJ 141; CHR4 I 24;CHRt IS7; CHRt 1 
M; T AB ( 14 > ; " HDNST EPHflN I A" ' 

17iO PRINTCHR4 141, CtHR*l 33jTftEH2) "KEYS I " 

■ Ch*f*14 I ; CHH*134 ; TAS 121 -KEV5: " 

1770 PRINTTFiBH7,3)tCHR*132t "SHIFT Jli* 

p F . .Frvszs" jTflB<7,4>;CHR*133:"BHl 

FT,..Ju«p F, .... Freeze" 

1790 PClNTTl"lD;t,5f £CHFtl4l ;CHF ll'd; "Z. - 
, , ,, .Lt+t U. . r un*re«r9"^TftB(6,ot;CHR* 
141: CUR* 13! ; "Z. .Left U. . . Unfree: 

■ * 

I 7*8 PfilllTTAfii6,7) ; CMR* 1 4 I f CMR* 1 2 1 ? ; " t . . 
.... .Rlqht Esc. . . . At3ort-;TftBt6,flnCHR* 

141]CWi*134| "X Right ESC. , , - fthctr 

t" 

1SBB IF SCSOB FTi!IN^1fl|'<0,lO^ jCt**141 jC 
t«$134; "Scoi-d= m, SCK[TAB(B, 1 1 1 jCHR* 141 ;,tl« 

% 1 32; -5core= _ 5CX: #FX 13 

1B10 IF5CX<.SC0REC7hGDTDlB7B 

HJ'Jfl PftlwTTflBH 12, JO J [ CMft#141 jCHR*13.Z; "t 
DNORRTULflT IONS" i ToMli, 1 1 1 jCHR* I 41 j CHR*1 
34 : - CDiiGRAT ULAT I OMS n 

1830 VDUTB,B, 13, 3?, 13, 134, 157,132i INPUT 
"ENTER YOUR NAME "Nf 

!H4W 1FLENN*>1?TMEN I B30 ELSE VDUI.2,26 

IBSit H=.--;KhF-i-f;i : tJ-S-i :OKiTIL SCX-; -SCORE c 
Si OR 5-1 

106B FORT-BTDS+2 STEP- 1 ! SCORE (T) =BCDRE < 
T-i i ;NAnf * r 1 1 =t*qfn-;* r t-i i ; mekt: SCORE ( 5+1 i 
=5CV.: utATIE* < 5 + i ; -^N# 

JS7B L*=STfiIMG*(3l , "*-> :HJ=STRING* IB,"* 
"»t!HR*!8-irCHR*S> :FR|"NTTAB13, 13> SL*iTAB(3, 
14) ;rt«;TnB<35,14) ; If ; TAB (5, 22) > L + 

1BBO F0Rl,=2T07:i i R[NtTAB1S,L+l3! itMWfL* 

129) i ■ "sTflBiOi f L + 13) jCHR*H 12S*L) (EC 

DRC (LJ j TAB 1: 14, L 4-1 3) ; CUR* I I 35-1., ) ;NAMC*CL> 
;CHfi*Ti5:H£KT 

IS4B PRIMTTABU2, 10) ; CHR* I 41 -, CHfi*f 32 s " 
TODflVB BEET " ; TAB ( 12, 1 I > 7CHR* 1 41 ? OHfi* I 
34;" TOCPV S BEST 

1"?BB VDQJBfBi 24, 37,24, 134, 13ii INPLTT"EN.T 
ER DIFFICLH^TY< I HAft(l-2B EASY) "V:IF VT 1 
RV>2BCOTO1*?0B ELSE VDUI2,2A 

Jfl0 FRINTTABtB,2*> ; CHfit 1 3i j CHRt 1 24 | "HI 
T S-SOuNC tt-NU EOlWDlSPflCE TD 5TRRT~tiRE 
PEAT: IF INKEY-17 THEN 'FX210, 1 

1920 IF IMKEV-B2 THEN »FX^I0,B 

1930 WTIL INKEY-99 

1940 ENDPROC 

1958 if ERft=|7 BOTO 4B 

1960 l«DE7:PRINTTAB(2, IB) ;"£rror at lin 
- -iERL=EMO 
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Programmable 
Joystick Interface for 
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£19.95 
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QUICKSHOT 2+2 JOYSTICK 



J ■nclriir^LJe-n r 'ire Mftflflj 

irtd nri rflp.d lire cflktiOfi -nci V&T incr I- 1 fr H 



£13.95 



AT end P 4 P 



FLIGHT LINK JOYSTICK JMrt rri 

Wtft 2 indfrpcnden? 

CUftftAH^SFEECH UNIT £29 QS 

iiWl VAT ,,rd P ft M 



Dealer Enquiries Welcome ALSO AVAILABLE FHOM 
Ptione Ludlow !0584|. 4«94 ^. i0[ . OUTLETS RETA ' L 


CDCI 1 Til Hockevs Mill, TemBSKle. 
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SPECTRUM 
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QUICKSHOT II ONLY £8.99 
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PLEASE STATE WHICH MICRO 





BLANK CASSETTES 

GLraronteed top quotity conrputer/ 
audio cassettes at great budget prices. 
Packed In iwjrw of f wtmtabet*, 
inlay cards and library case. 

Prices incl uae VAT, post and pack ina. 
D (C5]£3.35 D(C30)£4.70 

D jag} £3.40 DfCcJ0)£5.30 

□ {C12)£3.45 D(C90)£7.00 
D {C15JE375 

BASF FLOPPY DISCS 

Prices of boxes of 10 

D 5Vj Singfe side/Doubie density £19,95 

U 5% Double side/TXxjble density £21 .85 

□ 5% Double side. Quad density £28 75 
MICRO FLEXI DISCS 

Price per unit 

a 3V Single side £4.00 each 

□ 3V Double side £4 75 each 
Indbate quantity of each product 
required in boxes. Free delivery UK. only. 
Cbeque/PO- Enclosed for £ „ 

NAME 



ADDRESS 



■ J l"ll--"--l;iHr-ilT>liji 



pnop&sionAi 

miKKWTKS LTD 

aMJV 

Cassette Hcxjse, 329 Nxetet Ucod r Leeds LStO 3VY 
FREEPOST lei. (0532} 706066 pc G 
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Yes. Ghostbusters is a computer game, too, 

The game play follows the film with incredible 
accuracy. Even down to the chart -topping music score. 

Your task is to rid the world -and in particular New 
York City -of a cataclysmic plague of ectoplasmic nasties. 

Play it well and we give you a Ghostbusters franchise - 
with your own secret account number. Use this number and 
the money it brings you, to buy the same ghost busting gear 
they had in the film. (Don't worry- we'll give you some 
money to get started,) 

You will have earned it And you can use it to go to 
undreamed of levels. Don't try to use someone else's 
number, we'll find out. 
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From then on, if s you against the ghosts. All the way 
to the Temple of Zuul. 

Where the final battle begins... 

Designed by USA's David "Pitfall II and Decathlon" 
Crane and running on Commodore 64 cassette and disk 
and Spectrum. Coming soon on other systems, 

"AcFiVisioH 

Your computer was made for us. 



AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMLTHJOHN MENZIE5, LASKY'S, SPECTRUM, RUMBELOWS r WOOLWORTH 

AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE. 




Awesome 



m its conception 



Brilliant 



Dynamic 



in its depiction 



w its execution 



The world you are about to enter bears no resemblance to any arena you e 
encountered before. Weapons are of no avail in this small habitat. 

The only sources of protection at your disposal are quick wits and fast reflexes. 
The only reward is to survive against monsters of unbelievable ferocity and 
cunning, and to avoid hazards more perilous and deadly than any you might find 
on a trip through the outer universe. This is the real world, populated by the 
creatures of our own inner universe, where nature is red in tooth and claw. Brace 
yourself now, and come with Starcade into the still water and deceptive calm of 
the SAVAGE POND. 

COMMODORE, ATARI, BBC/ELECTRON (£3.95 each ) 

On disc for COMMODORE, ATARI, BBG'ELECTRON (£10.95 each) 




STAR 



•E¥7 







COMMODORE, ATARI, BBC 
(£8.95 each) 

On disc for COMMODORE, ATARI, 
BBC (£10,95 each) 



produced by 

ARGUS PRESS SOFTWARE 

No 1 Golden Square, London WIR 3AB 

Telephone: 01 437 0626 



The Activision Eight 




Pitfall Harry has to recover the priceless 
Raj Diamond from the lost caverns. But there 

is a small, matter of poisonous frogs. Albino 

Scorpions. Vampire Hats, Electric Eels. 

Meed we 90 on? 

Running on Commodore 64,MS:X, and 5p*rtrurn 




Miners are trapped deep underground. 

Threatened by molten lava, poisonous bats, 

snakes, spider. You atone in the person 

of Roderick Hero- Helicopter Emergency 

Rescue Operation - can help, 

(tunning on Commodore 64. Spectrum, M5X 




With the Designers Pencil, you can draw the 

world - and everything that's in it, 

Wite your own melodies. Learn to write and 

develop* your own programs, Its scope is as 

broad as your own mind. 

Sunning on Co m rnndorc 54 and Spectrum 




Man's ultimate journey. You can make it, in 
faithful detail, from lift-off, through an outer- 
space rendezvous, to Janding. A genuine 
test of your inner strength. 

Available toon fer Commodore £4 and SfhKtrum 





M umber one in the charts, And set to stay 

there. Decathlon asks for total commitment, 
Speed. Strength, Stamina. The will to win, 

Running on Commodore 64 



Merton the maintenance man is set for yet 

another routine night in charge of the toy factory 

But something has gone terribly, terribly wrong. 
Running on Commodore G4. Soon on Spectrum 




And you thought it was just a movie. 
But Ghostbusters, is a computer game, too, 
Following the film with incredible accuracy. 

Even down to the chart topping music score- 
Running on Commodore 64 andTSpectnjm. 
Soon on Other systems. 




Stay cool. Stay low. Stay alive, 
Your mission is to fly down the world's most 
heavily defended river, destroying every- 
thing the enemy hurls at you. But beware,., 
your fuel tanks are nearly dry. 

Running on Commodore 64, Spectrum, MSX 

Eight very 
different tides 
with one thing 

in common. 

The Activision 
touch of gold. 

For more details contact Activision (UK) Inc, 
15, Harley House, Marylebone Road, 
London NW1, 

"AdiVisioH 

Your computer was made torus. 
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Available through 



<*^ HT/f 9*od computer 

IJ i^J^Ait stores everywhere. 




Program Library 

• SPECTRUM • SPECTRUM 






5 CILEAft 49<?<?<?; PCJR PER n; PARE 
R O: BRIGHT 1; INK 7; CLS 

10 FnR 1 = 10 T& ?'->-. BEEP -001+1 
■■300, l: NEXT is PRINT ftT lO., 10; 
INK li PAPER /! BRIGHT 1; RLASH 
ti ":r;rGP THE TAPE" 

20 FDR i-USft "4 fl TQ USR "f+7: 
READ ,?s POKE l „.di: NLX I i 

■■■" DA J A 10.0,8.3., l6S r &5, l70,d'j, 
I .: 9 . 24 , , 22 2 ,.3-1,1 27 , 2SS ,--25S, 51 , 
10, 5. 10, 0, *2;, SS, 42, S3, 540, 7I40, 24 
0,6, 252, 254,2^4,254 

4D £)ATA 42, B5, 42, 21,0,5, 10.5. 2 
5<T , 234 , ^S4, 2S2, O, 240, 240, 240, I p , 
5, 10.5, 10, 5, lu,-i,;j1u, 240,240, 240 
,24.0., 240, 240,240 

DAI A 155 , 23 i , 1 93 . t 93 , $ .' , 5i , 
31, 0. 235, -271 . I ->:;. 1 3 1 . JL *4. JJ'i, „>n 

S I DAI A , 235, 35, 255 , 1 <?5 , 1 2.f, 1 
■.':i,.;!j5, 0,255. 0, . J5, ,'2; -,0. [53,0 
, , 223 , 22 3 , 77 -' , ■ ■ , ?5 I . 2'-:- 1 . 25 1 

bO DATA CyESl, 251, 219, 251*56,3 
'. u,u. 124, 224,0, g24>224) 224, d, 12 

6 ■ 9( i , .".;._' I , 1 24>, 102 . £.0 , 24 , 255, 1 &5, 1 

89, i:v, 1&9, -■■•-,. th A 3ft, 2.J1 

?0 DATA 53,56, .'"."4, ) 1 .-., 1 1 ft , 1 1 (a , 
fa®, 254.0,31, 209.,25'5, 253, 253, I 2% 
. 3S, :24, 196, 186, 16 '. 136, l'?£j, 124, 

lur.i I- Oh ;<^l'5hi,h TG It, 333: POK.E 

304, PEEK >:: ME ST K 

-!■• RESTORE 2'JO: TOR k-=&4:2(Si4 Till 

&4479-S READ y: POKE -:,v: NEXT « 

200 DA Tft 12 1,.:.-, 2 46 , 254 ,254,24 

£>,24,',,'"', , . , .2.230,254, 

2S2.0. ! : 1- .■..•■!. . - 1-0. 244., 254., 12 

'!,", 2i:2,...v. J, SS i- ."■■■■:.. :-"4, 2Si4',-£S2, 

m 

DATA 124, 254, 240, 252, 240, 25 

.'_', L J4.2:;4. ^+(.f,252, 340, E4Q-J 

2!1 :.'iil. 240, O, 124,254, 24CP;, 24.fr, 

246,. 254, 1 24. O, 24ft, 24fa, 254 , 254, 25 

■1,2 .:-.. a . ; .,i-', ■.-'"■:■ I „ .::,•!.'_,-,:.. ....... 

i '234,0 

320 iShI'm Sh3..j '■■ -■■■, .-.-, 22,, 234, J 
. ■ ,0, 253'. ,"■".■ I. :"■:;:■ , ?. .?, 252, 254,2.39 

,Oi,2-*0.24C,240,.I i . 24b , 254 >■ 1 .. ' 

2 " DATA i ■-■■■:, , ..,, 7':.-k 7\v4 . 71j4 , 21 

. ■"■. l . ■■!, . I . l,.'.i.|,.!^...'h, 

2 !■.■,■■- 124*2 I, . , , ■: I , -.,4, 12 

•?,'-'. LJ4. , ■ , ■ ..,_:_.._ ..,■!'.. 2-t,.'. 

■ ' 

240 DATA 124, £3.4., 234, 46, - ■!■■■- 25 
• , 124*0, :s2, y 2S4, :"■■', : '■-, -'52, 252. 
J^S.O. t:26,2'54, 240,1 24, 50., 2.54, ! 
.0, 254. 254,56, 5e.3fr.S6 . ■*.. - 

25.0 UA1A A'iit^ 2-i6, 2':6. 2-K-, .;:.■!,.. '! i 
■i. 124,0.,.246., 244 246. '24*, 254, I '.M . 
56,0,214,214,21 'i, 2Li-I,^'j'I, 23B,&&. 

, ■ --,u ."■'=: 4. 7^4, 124, 254, 254, 2.30 V O 

2ibO DAVA 222.222,2^4, .'!rT4, 5u. . ! 
, 252;0.254y254V62i 1 ^4, 24&, 754.25 
-!.■.■ 

2B0>DATA 220, 22>J, 22'.i,0, _20, 220, 
220, ii 

7'Xi REEH'JRE J1.0 J I DP, ,,=^4123 TO 



fa4207: READ v: PDt-E k , y.B ME X I M 

310 DATA l24,2Lr4,2ofcl,22u, 104, 7:,. 
■I, I 74.0, tiO, L2476O s 60 v 6O> 120, 126, 
0,124*254, 50, 17 1, 74.1, :" r :4. I Vn. p, 7 
52, 254, 30-, 12^,30,254,252,0,23,^0 
, 103, 254 , 254 , 254 , 23, , 254 . 254 , 22 
4.2S2. 31"), 2S4, 252,0 

S 20 DATA 1 26 , 254 , 224 , 252 . 23B, 2 7 
4. !24,',', 254, 254, SO, i0«6O, 120, ! 70 
, . 1 24 , 254 , 23 S , 1 7'4 , -23 B , 25 4 . 1 24 . 
, 126,254,222,754, 126, 30, 7.."i, o 
1000 PCU-;E 23607,249; PRINT INK 3 
SAT 1,3: -PRODUCTOIN LINE"; INK 4 
jAl 3. Li j "Tl*34 BY PAUL STOCKL.EV" 
1020 PRIN1 INK. 6; AT 1O.0; "GUIDE 
FR'ED THE WORKMAN RXlUND THE Pftfl 
DUCT1QN LINE COLLECT I frr, 

THE CVAM OBJECTS " 
1030- PRINT AT 14,0; "USE THE POLL 
OW'IMG KEYS"; IWK 5* AT l(b,0 5 "P=RI 
BHT D"LE F T " < INK 4 1 A T 1 Gr , ! ■' O" 
UP A = DCtWN IWUflP" 

1O40 PR INI PAPER 1- FLASH LjAT 2 
0j,.4j"-^MV KEY TQ LOAD THE GAME ■ " 

.' 6 BORDER 2: DGRDER 1: BORDER 
6: BORDER |: BtJR.fiER 2: BQROER 5: 

BORDER 3: BORDER 4: BORDER :.■: B 
ORDER t: BOPJJER 2: IP 1MKE)'**''" 
I HEN tiO TO 1.050 

BEEP .1,10: INF. 0: F1HM I feT 

6,0;: LOAD "" 
107':' STOP 




1 REH **********#****»*** 

2 REM * F'RODUCTION LIfcE * 

3 REM * 1984 BY PfIS « 

4 REM +*********** + !»****? 
10 DC) 5UEJ 22S: GU &UB 170 

15 FOR i=l TO b: LET a'*+»«i)l 
IF SCREEN* iK,/^n-"E" OR ATTR 
(!4-2,y)=fa I ? THEN GO TQ 135 

20 IF SCREEN* (;; + l.y? >'*" THEN 
GO TO 1000 

25 GO SUB 115: IF SCREEN* iv. , y 
+ 11-"!;" THEN BO TD 135 

30 PRINT AT x-l,ys/CHR* 32; AT ;•: 
,y;CHR* 32 

35 LET k*^[NKEY*: IF 1;*='^" AN 
D ATTR (::-1, y+D-71 AND y<31 I Ht 
N LET y=V+l 

40 IF h*="o" AMD ATTR (K-l,yl 
>-=71 AND y/>0 THEN LET y-y-1 

4S IF k*=-tV THEN GO SUB 65 

50 IF (;*-"&'■ THEN GO BUB RO 

55 IF k*n" m " THEN GO SUB 1O0 

60>PRINT ftT .-:-!, v;CHR-t 159jAT 
X.VSEHR* 160: NEXT i: Bfl ID 15 

65 IF ATTR fj:-2, y > '" >6B THEN RE 
TORN 

70 FOR ti=-l TD 5; i3£) SUB 115: B 
EEP .005,20: BEEP .005,30: PRINT 



Okay, so just WHAT'S goin^ un out 
there? How L'ume all you TCiicter.-i 
have suddenly started sending in these 
red-hot listings? If you want to see jus? how 
good you're getting, type in this cxccllcffl 
game from Paul Sittcklcy. 

Production Line is a piriform game in the 
grand tradition, with moving platforms, 
monslers, pistons, and a whole ho si of game 
features to keep you busy. You must guide 
Fred the workman amund the pruducticm 
line collecting doobries- The doobri^s, just 
in case you're no! familiar with these essen- 
tial items of industrial equipment, arc col- 
oured cyan. 

The listing is in two pans. First type in 
Listing 1 and SAVE it with the lint SAVE 
"Production" line 5, Then type in Listing 2 
and save it, using s.m: "Line" line 10. To 
run the prugram, rewind the tape and enleT 
i,04l) H "* as normal. Please note that you will 
be ashed to slop the tape when the intro 
screen comes up on the display, so don't go 
away while the game's loading! 

When typing in [he game, enter any 
underlined letters in graphics mode- 
Graphics mode is selected by pressing 
SHUT 9. whereupon you will see the cur- 
sor change to a flashing 'G'. You can return 
to normal mode by pressing SHIFT. ■■'!) again, 
fust in case you Ye confused by uS in line 1 60 
of Listing, it consists of Iwo spaces, two 
graphics 3's, and a final space. Guod luck! 

Main variables 

A Vertical position of stumpers 

X,Y Post'tionofman 

LI Lives 

LE Skill levels 

SC Score 

(MS J Objects collected 

U$ Platform string 

R$ Parcel string 

Program breakdown 

10 Set up screen etc 

15-6(1 Main Loop 

65-75 Up Ladder routine 

80-95 D own lad d cr row ti ne 

100-110 Jump routine 

115-130 Move stumpers, platforms etc 

135 Death routine 

145 End of game 

155 Finished sheet routine 

160 Setup st rings for movement 

170-220 Print screen 

225 Set-up variables 

1000 Fall routine 

1020 Decrease lives 
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WITH THE SUNDAY TIMES 



& THAMES TELEVISION 



Heres your chance to contribute to the most 
important event of the microcomputing calendar - 
1 he British Microcomputing Awards 1985, 
Recognised as the Oscars of the industry, the 
awards are organised by VNU - publisher of Micro 
Decision, Personal Computer News, Personal 
Computer World, Commodore and Sinclair 
Answers, Personal Computer Games and What 
Micro? r- The Sunday Times and Thames Televi- 
mis Database^ which will televise the event. 



The BMA 1985 is looking for technological excell- 
ence and value for money. Who do vou think 
deserves to win these highest of accolades? Fill in 
the nomination form and let us know. Your nomina- 
tions will be carefully considered by a team of 
experts from this magazine who will then forward a 
shortlist to two independent panels of judges. 
The winners of the eleven categories will be 
announced at the Awards Ceremony next June and 
they will each receive the unique BMA trophy. The 
ceremony will also make a series of special 
commendations for computer projects of social 
importance. There will be a major presentation to 
Concerned Micros in Education and Training 
(COMET), the charity established by the BMA 
1984, to aid disabled young people. 
Complete the nomination form opposite and you 
could join the top names of the industry at the 
prestigious Awards Ceremony in London next June 



The judges will be looking for a number of important 
qualities in all the products nominated. These 
include value for money, ease of use, flexibility and 
innovation. Colour, sound and speed, as well as 
software support will be other key considerations in 
judging the hardware, and use of the machine in the 
software categories. The judges will also be looking 
at the consumer support service offered. There are 
however, certain specific requirements: 

1. Business Microcomputer & Business Mic- 
rocomputer of the Year. The machine must cost 
less than MRP £5000 including operating systems, 
CPU, keyboard, disks and monitor. It must be disk 
based, come with at least a 90-day guarantee and 
have a wide range of business software. 

2. Business Software & Business Software of 
the Year. Software should be disk based with a 
MRP of less than £1000 per package or module, 

3. Home Microcomputer & Home Micro- 
computer of the Year. The machine must not 
cost more than MRP £500 

4. Home Software & Home Software of the 
Year, Software must not cost more than MRP £50, 



RLI.ES 1. Categories 1-5. Manufacturers may nominate their owtj 
products which need not have been made in Britain but all products 
must have been available for purchase from retail outlets in the UK bv 
January 31st 1385. 

2. Categories 6*9, ii. Manufacturers may nominate their own 
products which need not have been made in Britain, but all products 
must have been available for purchase from retail outlets in the UK 
between 1st November 1983 and January 31st 1985. 

3. Employees of VNU Business Publications BV, The Organisers, 
The Sponsors or any individuals associated with the British 
Mtcrocomputer Awards are not eligible to place a nomination with the 
exception of the six VNU title judging panels which may each 
nominate up to six entries, 

4. The decision of the judges is final and no correspondence will he 
entered into. 

5. All nominations must be received by noon February 15th 1985. 



Enter your nomination for each category and 
explain, in not more than 30 words, the reasons for 
your choice, using another sheet of paper if 
necessary. You should consider carefully the guide- 
lines given for each category. 

Category 1; Business Microcomputer 



Category 2: Business Software. 



Category 3: Home Microcomputers- 



Category 4 : Home Software 



Category 5; Educational Software. 



Category 6: Game of the Year. 



Category 7: Peripheral of the Year. 



Category 8: (i) Home Software of the Year. 



(ii) Business Software of the Year 



Category 9: (i) Home Microcomputer of the Year 



(ii) Business Microcomputer of the Year. 



Name 

Address. 



Tel No, 



■■■:..: 




MICRO 




Send your nominations to: 
VNU Business Publications BV, 
British Microcomputing Awards, 
Freepost38 ( London W1E 6QZ 



AWARDS 

1985 



Nomination forms must reach 
the Awards Office by noon, 
Friday 15th February 1985. 
Nominations cannot be accepted 
after this date. 
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PRODUCTION 
«LINE» 



i 




AT >r-l,y;" " ; AT ;:.v!" "i LET x- 
A-tt PRINT AT K-t.y: ■■^.-'Sf-'iT M , y; " 

£■' : IF u>2 THEM PRINT INK 4: AT x 

75 NEXT u: RETURN 
80 IF ATTR Ck + 1. v}-0-ia THEN RF 
TURN 

S5 FOR u*l TO S: GO SUtt I 1 5 : 
EEP r d03y2Qi BEEP . 005, 30: RRIWl 
AT ;-;-l,y;" " ;AT K.y;" " : LFT m..= 
a*i.t PRINT fiT S-ii,yt "JP M .s'AT :f,ys" 
G_"; IF u>2 THEN FRINT INK 4; AT ;•; 
-2>ya"L" 

90 IF SCREEN* l:<+2,y?«"f." THEN 
b[J TU 133 

95 NEXT u: RETURN 
1,00>IF ATTR {n-2. f y)=iB THEN RET 
URN 

lOS FDR U*i TO 4 1 QD SUB 115: F 1 
RINT AT K-l,y:" ";AT »,,;" "j BE 
EP .003,}:: BEEP . 003. :: + 1 i"i; LET M 
-X*CfLJ>! PRINT AT jf-ipyi^PJ'lfrf •: 

, yj"_Q_" ! IF ATTR tj«~2,y?*6? THEN 
FRINT AT x-2, y; "NO"; FOR t = l TO 
6: SEEP . 006,t*t: NEXT t: LET at) 
j=obj+l: LET sc=bc+95! PRINT AT 
0,6!5c; IF Qbj=6 THEN 00 TO 135 

HO NEXT Ul RETURN 

US PRINT INK 5sAT *,li;a*;AT s, 
tl,U|btj INK 7;AT a+2,U?cr*; IN 
K 5;AT <a,19;&*;AT a*l.„ I9i-&*i INK 

?lAt A+-2, 19;c* 

120 LET U»»U»(2 10 )+u*(l): LET 

t*=t*<5H-t*( TO 4>: PRINT INK 5 
;AT il,22;u*;AT ll,3;uS$AT 1 h , 2 1 
i t*; AT *&«&:.£* 



1 
NT 



25 LET r*=r$(2 TO > +r+ < i? : 
INK 3jAI' L,0;r*;AT 



II IW is A I Li, '_>; rt; A 
130 RETURN 



PR J 
5,2I;r*;AT 



135 FOR 0=120 TO l.SQs PRINT INK 
INT (RND*7)+1; OVER 1 ; AT H-l,ys 
CHRt £?;AT >:,y;CHR* OS BEEP .0006 
.0-100: NEXT d: GO TO 1030 
145 FOR i--l TO 4.001 NEXT is LLi'i 
: PRINT INK 4 (AT 10, 10; "ANOTHER 
GAME <Y/N>": INPUT =t4: IF i*""y 
•' THEN GO TO 5 
150 STOP 

155 PRINT Al 11,11; PAPER 1; FL 

■ASH I; "WELL ijONEi"! FDR i=l TO 4 

O: BEEP .01,1 1 NEXT it LET BC^an 

+SO0; PRINT AT 0,6rsc= LET i*-2i 

LET k^S: LET y=0: GO TO 10 



140 LET U* 
IF )Or-l THEN LET r*-" 
" : RETURN 

1 65 MP le=£ 

ft": RETURN 



: LET t*=u*: 



THEN LET r*= 



170 BORDER O: PAPER 03 IN* ?i '.■ 
RfSHT 1: CLS : poke 2^-X' . ;-i-y : e 
Q BUB 160 

175 PRINT AT u,U; INK b; "SCORE. 
■'; INK 7i%r,; INK 4.JAT 0,10; "COPV 
RIGHT 19B4";AT 2.9; INK 3; "PRD!;.* I 



CT10N LINE"; INK htm ", 27 i " Ml IV 

";li: LET xi.= ' I I ■ , I : M 
KKL" 
17£, FRINT Wll INK 4; BRISK! 1; 

PAPER f'; " |.<Y PAUL STOCK LEY 

II 

ISO RES TOR [■ y •= ■,'■;': LET ass.^s DIM 
(£>!* FDR i = l TO 6; BEAI' : (.1 >! N 
EifT i; Ltl ,i*--= M !iH'-: LET b««-'"^a," ! 
LET c*-" 1 " 

185 RESTORE t^^Bfj DIM cC4'J": FOR 
i==l TG 4: READ l Ci i : NEXT i 
196 PR'IMT I-Wt i; PAPER 5.; AT fa, I 
4 : "HPWM" ; AT It:.!}.:" ItNMMMNH MMH" j A 
T 21 . I3j; " MNI":I1 N -I ■ ■ ; .M-JI ^ ; P -<K L K / 
5F,I ii, 1 1; "MM"; AT 5, 1?: "HIT" ! ■ 
t O ; " MiTM" 5 A T 1 1 , 29 j "JlHIM" 

1 93 PR I N f 1 I'll . L ; AT ::,:•: : * < TO 1 
1 i lAl 6, ..'I :.,'! i 1.1 1 1 ) sAT 11, 
fe:tfKKI - ' - r, I I i, i.? ; " K.KKKK K " ; ', T 1'4-i, 2 
6-; " KKKKtiK "; 1UK -;AT 2 1 .:■.;. r ■ TO 
13J ;AT 21, I9;'ji-*i TO 13> 
2 f5.fl PR I NT i'VI I ,-, j, 5 ; ■■'JT" ; AT J 6 * 1 1 s 
'IT': AT 16^20) " -" ■ = -. I l"t,. ?<-.: T";AT 
11,4-s '■jJ.'^fiT II ..J-:". ■ 

?.'~' r \- FOR l-t. TU S; PR I.N T twr 4 ; j, 
T i*a'|-"J '; VI : ,.. i: ,,r ";AT i f 5 . I 4 : 
" _L" ; AT i -I :-j , 1 7 ; "K " ; i\\ L +';, 3; ■^' , ; A 
T i+S, J'&j "L_"jAT i H( . i .:; ' I " ; . ■ T i 
+ .IO, 19; "L." j NEXT 1 

21 1.', INK □: PRINT AT 10 , IS ; -CB" ; 
' .:i.', 1.3; "CD"; AT 70 , 1 7 ; "--Jj " ;' FOR 

i t<? riJ lh3 STEP -1: PRINT AT I, 
L.3f|a»Jftl j,J7:ait;Al i-10,15;a*; 
NEXT t'l PRIN1 Al /, 15;"EF";fii 17 
, 17; ' EF 1 ;AT 17.1 7l "EF" 

2.13 INK /: PRINT INK 5; AT .■.,'•■' 
R";AI J. :■■; "y"; AT 7 , 1"' ; "F: " ; AT 7. 
( 13; "_S_" ! AT 1 7, O.s "_R " ; AT 1 ' , 1 ; " ?K' ; 
AT 9, ll;S*iAT 9, 19 \&* 

216 PRINT #0.3 fl ' ■.■.!.!: 1 1# I; PAP 
EPS; " WffifittUJ i "! r K !M ! r- \f. M N M.MM Mrlll I'M ini MQ 
HUHMllH ." 
" 220 RETURN 

. :■'■ : I-" r :: 5( LET / ■.■ ; l. . 1 i 1*3-! 

LET !«?=!: LET ■:,--'.>: LET cjb.i-j: 
RETURN 

I'.'OO PRINT AT ::-l.- f-CI^R* 'T;'' 
. vrjGHF * ; '. '; »1 ■ 1- 1 . ■, ;!">-fvi. | £,rj, l 
et :. ■ : ■ ■!, d= l ro ?;: NE?(T a- 
ECEP -■'■-,:: QUI .'i't, .;: IF SCREEN 

* (:: i- J . . ' ■ EN ISO TO lO". :■ 

K>1'V' GO Til 1000 

107^ PR HIT Al h 1.-, ;■■ "; FOR d-j 

fij TO 50: PRINT INK 7; PAPER 

<„-y; PVER IsCHR* o: BEEP .-.Q£KS» i 
: NEXT d: PRINT Al .;.y;" " 
1 ■ '■ LLT Ii = li-1: PRINT AT 0,31( 
i 1 i II- I 1 =0 THFM PRINT Al !■'. I I 1 

INK 2; PAPER A; i : LA'uH l^'GAME O 
VER": BO TO 1 

1040 GO BUB tAOi 1 PI II 1 AT -l,y; 

■ "fftT :. ■-■■: « '■• LET x-5: LET ^'1 

;■ [NT m! :,.■,': " ": HO TO 

20 
9990 DATA I , 0,0, 1 
9999 TATA l,i,l,-l,-l«- I 
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U-3 Go(d Ltd., Unil 10, The Parkway 
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Commodore Disk ZU%T^ ne * 795 
Atari Disk and Cassette" ^ SeHe £9 -95 , 

— Ov^^.^-*fcpW 02 , ,159 jg£. 




HUMANITY UP A GUM-TREE 



This month's Advent ureworld is 
really something special. Not only 
have we got five pages and a great 
competition, but we've also got reviews 
of no less than NINE games, of which 
more than half arc really hot stuff, 

So, let's not beat about the Balrogs, 
we'll go straight in at the deep end with 
Upper Gumtrcc from Hi chard Shep- 
herd Software. This is their latest release 
for the Commodore 64, soon to be 
converted onto the Spectrum as well. 
The company have already scored sever- 
al hits with adventures, including games 
like Urban Upstart, Espipnage Island, 
and Inferno , 

Peter Cooke, who programs most of 
Richard Shepherd's games, has a thing 
about places you want to get out of 
Scarthurpe in Urban Upstart was the 
sort of town that made Neasden look 
like Monte Carlo, and inferno was... 
well, not exactly the sort of place you'd 
go for a holiday. Now he's come up with 
Upper Gum tree, the most boring place 
in the known Universe'. He's also come 
up with a very enjoyable game. 

Apart from being hell-on-earth, Up- 
per Gumtree is also the setting for your 
attempts to foil Professor Blowitovitz' 



# The njpc bridge from 

The-Jswe) of Babylon 



efforts to take over the world, Accompa- 
nied by Emma and Wally, you have to 
unravel the plot and save humanity. 

The game features split-screen 
graphics which can be turned off if you 
want to move around quickly. The pic- 
tures aren't wildly exciting, but they're 
good enough to add something to the 
game rather than just be a nuisance. The 
infamous Commodore 64 split-screen 
glitch is there unfortunately, as evi- 
denced by a slight flicker where the text 
and graphics screens meet. To make up 
for that minor shortcoming, there's 
what seems to be a large vocabulary, and 




generally this is a very player-friendly 
game. 

The game is a considerable advance 
on Urban Upstart and even on Inferno 
- there's a real-time element, and if you 
don't enter a command for about 30 
seconds the screen flashes up You wait' 
in Hobbit style, Emma also shows Thor- 
in tendencies by occasionally saying, 
'We're wasting time!' if you hang around 
too long, 

Wally, another independent compan- 
ion of yours, is something of a pain in 
the neck. He has a habit of picking 
things up just before you can get your 
hands on them, and then refusing to part 
with them, making excuses like l found 
them first! 'I'm still trying to get a pair of 
gloves from him that 1 think are essen- 
tial to solving the game! 

He's also a violent individual. I hit 
him once as a just reward [I thought) for 
refusing to give me the gloves, whereup- 
on he killed me instantly. You have been 
warned, Emma is far more peaceable, 
and also seems to do more wandering 
about, 

There are quite a few puzzles to solve 
here. For the most part they're logical 
and the game is all the better for this 
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From the prodi successful 

MYSTERY OF MUNROE MANOR, two GREAT NEW GRAPHIC 

ADVENTURES for the CBM64 . 



Nuclear War-Games 
£8.50 

MAST A, the NORAD Defence Computer, Is playing his games .... yog can 
save the World from total destruction by overcoming all the obstacles in 
your way and finally inserting the correct code into MASTA to stop the 
countdown. 

Competition — £ 1 50 cheque for the 1 st f answer In the post. See 

cassette inlay for detai 



Search For King 
Solomons Mines 



£9.95 



From the banks of the Zamb ough the Jungle into the Tallawasi 

Mountains you search for King Solomons Mines in this superb epic graphic 
adventure. Two loads, 84K of memory and 3 levels of difficulty for 
beginners and Jungle Jim types! 

Competition — £ 1 50 cheque for the 1 st correct answer In the post. See 
cassette inlay for details. 



Available at all good computer shops or dire n us. No extra charge for 

postage/package in UK. Overseas cv5tom& se add 75p for each tape. 



SEVERN SOFTWARE 

1 5 HIGH ST, LYDNEY, GLOS GL1 5 5DP 
Tel: 0594/43352 
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and the game is all the better for this. 
There arc, however, one or two places; 
where you can be killed without warn- 
ing, which J think is a pity as you then 
have tO start all over again unless you've 
saved your position. 

Youll encounter people like Farmer 
Giles, who will happily murder you for 
examining his tomatoes, and Mrs 
Shuffle, who will condemn you to a fate 
worse than death (but rather more 
useful) - endless cups of tea. 

Upper Gumtree is a worthy addition 
to the legendary White Wizard Collec- 
tion. Sadly, Richard Shepherd Software 
have been devoting rather more time to 
business and utility programs recently, 
but 1 hope that we won't have to wait 
too long before they bring out their next 
adventure. 

Jewels of Babylon 

If you think the screen-dump of the 
bridge on the opening page of Advcn- 
tureworld is impressive, then check out 
Jewels of Babylon from Interceptor, 
because there arc plenty more where 
that came from. Ever since Heroes of 
Karri the company seem to have made a 
point of including high-quality graphics 
in their games, and this one is no 
exception, 

At the beginning of the game you find 
yourself in a boat mooned a short dis- 
tance from a tropical island. To get into 
the adventure proper you must enter 
your rowing boat, row north, and on 
landing at the island your adventure 
begins, Not alt the locations have 
graphics, but those that do are beautiful- 
ly depicted Your objective is to explore 
the island, find the treasure, and return 
to your ship. 

The cassette cover gives you the im- 
pression that the program will under- 
stand standard English', but this is not 
the case. Here's a typical sequence from 
the game to illustrate the point: 

Computer: You can see: a smooth 

vertical slab of rock. 
Player: Examine rock 
Computer: Please rephrase that 
Player: Examine slab 
Computer: ] don't know the word 

'slab* 
Player Look rock 
Computer: Please rephrase that. 

...and so on. The moral is that just 
because a program makes full use of 
nouns, verbs, adjectives, adverbs, and 
prepositions' (as this one claims to do) 
doesn't mean it's going to be any easier 
to get along with. 

Other niggles about this game include 
random death, where the player gets 
killed off by poisonous spiders falling 
from above without warning, and very 
scanty location descriptions, though 1 
suppose the graphics make up for the 
last shortcoming. 

Perhaps J was just having a had day, 
but I didn't find jewels, of Babylon an 
easy game by any means. Even the maze 



had me foxed for quite a while, since 
there aren't an enormous amount of 
objects for you to collect and then use to 
drop and mark your position J kept 
ending up in a native village at supper 
time, only to find out that it was guess- 
who on the menu. 

As a result I'm determined to get back 
to this game and crack it. so 1 have to 
admit that, for me anyway, it possesses 
addictive qualities. 

The game boasts over 100 locations, 
so there's going to be quite a bit of 
exploring going on in the Wizard's cave 
over the next few days. 

Valkyrie 17 

Both Artie and Richard Shepherd are 
well-known figures on the adventure 
scene, but this month is unusual be- 
cause it not only sees the birth of a new 
software company, but one that has 
managed to bring out a very good 
adventure as its first release. If you 
haven't managed to get hold of Valkyrie 



almost an industry standard since The 
Hobbit, The graphics draw quickly and 
apart from being attractively designed 
also contain important clues to help you 
in your task. Not all objects present in 
each location arc mentioned in the text, 
so close examination of the pictures is 
essential. 

Input for the most part is two-word 
only, but you'll occasionally need to 
enter something a wee bit more complex 
and if you get it right the program will 
accept it. My only gripe here is that the 
game doesn't tell you which word it's 
having difficulty with, but there s a 
decent vocabulary so this isn't too much 
of a problem. The program highlights 
your inputs in an attractively re- 
designed character set. and the display 
as a whole is beautifully presented. 

What really makes this game is the 
degree of realism involved. You start oft 
in a hotel from which you must escape 
without paying your bill. This in itself 
involves careful exploration of the 
building and although there are only 
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JTTrom Ramfam then 1 recommend that 
you do so - it's an excellently presented, 
well thought-out, text -and -graphics 
program available for both the Spec- 
trum and Commodore 64 and distri- 
buted by Palace Software. 

The game comes with a short booklet 
and die -cast meta! badge. The tape has 
an audio track on one side that features 
some rather obscure phone-calls from 
an agent on the trail of a dangerous 
secret organisation (called Valkyrie 17- 
hence the name of the game). The last 
phone call is cut short by what sounds 
like a gun shot. 

Under normal circumstances that sort 
of introduction would be all the persua- 
sion Id need to give Valkyrie 17a wide 
berth, but being an intrepid Wizard 1 
loaded up the game and set off in an 
attempt to save the planet from world 
domination and revenge the death of my 
fellow agent. 

The game is in the usual split-screen 
format that seems to have become 



about 15 locations here youll find an 
awful lot to do. 

Once you've got out of the hotel, you 
find yourself confronted by the prob- 
lems of deep snow, treacherous ski runs, 
and the need to find a couple of objects 
that appear only in the pictures and not 
in the text. Unfortunately you won't get 
any further without these, and although 
you can see them on the screen it may 
not be immediately obvious to everyone 
what to call them. 

There are apparently over 100 loca- 
tions, but I haven't yet explored all of 
them. Once you make it down the 
ski-slope you arrive in a small town. At 
this point the game shows one of its 
weaker points by killing you off quite 
unjustifiably if you happen to pay too 
much attention to a harmless looking 
fountain. The White Wizard docs not 
believe that a fountain located in (pre- 
sumably) the Swiss alps would be likely 
to harbour a shoal of man-eating 
piranhas, but, well, need I say more? 
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Apart from little niggles like this. 
Ram Jam have produced a very enjoy- 
able game that has me impatiently 
awaiting their next release If you fancy 
dicing with death and checking out the 
true signifience of the phrase The Red 
Kipper Flies at Midnight' then pop out 
and fritter away £9.99 on Valkyrie 17 - 
it's worth every penny. 

Cureka 

The White Wizard recently tried his 
hand at Eureka, currently available on 
both the Spectrum and the Commodore 
64-. Contrary' to popular belief, wizards 
tend to be an impoverished lot Casting 
spells to change base metals into gold is 
a very tricky business requiring heavy 
investment in special wands and protec- 
tive clothing, so the prospect of winning 
JL25.0GO had mc polishing my staff in 
eager anticipation. 

Eureka, just in ease you didn't know, 
is a five-part adventure set in different 
time-zones. Your task is to search 
through Prc-History, the Roman 
Empire, Arthurian Britain, Colditz. and 
the modern Caribbean for five pieces of 
a legendary talisman. Completing the 
tal isman fi n i she s th e ga m e. 

There is also the small matter of 
£25,000, which goes to the first person 
to telephone a certain number and claim 
the prize. The number is concealed 
within the game in the form of various 
tips and clues, cither in the text or the 
graphics. 

Well, lets face it, you're statistically 
unlikely to be the winner, so whats it 
like as an adventure? Well, surprise, 
surprise, it isn't loo bad at all. The 
program offers scrolling text input with 
(in most locations) some very attractive 
graphics with some novel and impress- 
ive d i sso I ve routines . 

Unfortunately the vocabulary doesn't 
quite live up to the pictures. Entering 
Get Key 1 gives you the response You 
can't do that!' whereas Take key' gets 
you the key and congratulations into the 
bargain. Numerous words that appear 
in the location descriptions are not 
understood, and the program doesn't 
tell you which word it's having trouble 
with, replying simply '1 don't under- 
stand 1 . 

This is made more serious by a real- 
time element within the program While 
you're busy trying to find out what word 
to use you might be drowning or being 
killed and be unable to do anything 
about it. Then, to add insult to injury, 
you must start all over again because 
there's no save routine. 

Apparently the save routine had to be 
omitted because it would have made it 
too easy to break into the program and 
possibly find out the 'phone number 
that brings you your life's supply of 
newt's tongues at £25,00 an ounce. 

Getting five games for £15 isn't bad 
value, but don't expect hundreds of 
locations in each one. I do think though 
that some of the modules are quite high 
on atmosphere, and because of the 



different time zones there's an enjoyable 
variety of locations. There's also some 
nice incidental music. 

I still think, though, that I'd have 
preferred a savl routine to the very 
distant possibility of winning £25,000 

The game Peter Pan draws all its 
ideas from the book. As with The Hob- 
bit, if you've read the original then you'll 
find yourself able to solve most of the 
puzzles in the adventure without too 
much difficulty. 

The game has one or two unusual 
features. The first are the graphics, 
which have some very attractive ani- 
mated features. You'll see shark fins 
cutting through the water, children 
flying, and indians sending up smoke 
signals amongst other things. Don't get 
loo excited, however, since the graphics 
take several thousand years to draw. 

Sadly, the responses to your inputs 
also take a long lime in appearing. This 



isn't a game that you can play in a hurry 
Perhaps that's just a well, because there 
aren't a huge number of locations (ab- 
out 40 by my count) lor you to explore as 
you wander around Neverland trying to 
defeat the infamous Captain Hook. 

Peter Pan takes place in real- time', 
with the program monitoring your in- 
puts and flashing up 'You wait...' if you 
don t enter anything for a while. Other 
characters, including Wendy, the Lost 
Boys, pirates, Indians, and crocodiles 
wander about at random. 

This is a very competent, though 
somewhat limited, adventure. It's a pity 
about the slow pace, and J can't help 
feeling that if you want to a visit the 
Neverland, you're better off reading the 
book than tackling the adventure. 

Tower of Despair 

Another very attractive new release 
for the Spectrum has arrived from 
Games Workshop. Tower of Despair 
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1964 was Ihe most exciting year ever for adventure 
players. Games like Twin Kingdom Valley, Heroes 
of Karri, Sherlock, The Hulk, and Return to Eden 
had us (and still have us) glued to our machines 
with no hope, and no desire, of salvation. So 
what's in store for us all in 1985.., 



A GREAT/ 



New Machines 

The Amstrad looks like 
becoming a First -class 
adventurer's machine. 
Just look at the games 
reviewed this month -of 
si* new releases two 
are a I read v available for 
theCPC4c4. 

Artie. Hewson Consul- 
tants, Channel 8, 
Richard Shepherd, Level 
9, Interceptor, and many 
others are all producing 
software for this new 
machine, as well as con- 
verting classics like 
Heroes of Karn and Fan- 
tasia Diamond. If you're 
looking for a new 7 
machine and want to 
play adventures, then the 
Amstrad seems to be an 
excel lent bet, 

MSX is expected to 
have a big impact on the 
home market, but so far 
software has been very 
slow to materialise for it. 
Interceptor are currently 
planning some titles for 



the series, but it may be 
some time before we see 
enough games to make it 
a worthwhile purchase 
for the adventurer. 

The Enterprise sounds 
like an adventurers 
dream, but whether the 
dream will ever become a 
reality is another matter 
altogether So too the 
QL, for which only a 
couple of adventures 
(from Talent) have 
appeared, 

Willi its potential for 
multi-tasking and large 
memory this ought to be 
ihe machine to watch for 
state-of-the-art games 
but we are still waiting 
for someone to take up 
the challenge. 

New games... 

The Hobbit changed the 
face of adventures when 

it was released in 1983, 
and its influence was 
seen throughout 1984, 

with split-screen 



graphics, interactive 

characters, and complex 
input becoming more 
and more evident in 
ncwly-rcl cased prog- 
rams. 

But 1984 also brought 
us The Lords of Mid 
night, the 'joystick' 
adventure {Zim Sala 
Bim, from Melbourne 
House), increasing num- 
bers of so-called 'arcade 
adventures', and - signi- 
ficantly- the first Level 9 
games w ith gra ph i cs. 

Here are some of the 
goodies to come in 
1985... 

Bug Byte, producers of 
Twin Kingdom Valley, 
are hard at work on the 
sequel, called Valley oj 
the Source. Adventurers 
will be ahle to trace the 
source of the river of gold 
that appears in TKV 
when the game is re- 
leased 'sometime around 
March:. 

Channel 8, producers 



- 
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lias a woefully unoriginal plot, but is 
excellently presented, has a large voca- 
bulary, and comes nicely packaged with 
a booklet complete with illustrations. 

As Keeper of the Silver Gauntlet and 
Wielder of Flameboit you must rid the 
land of the evil Vial nor. Here yet again 
we have a super -baddie, wbo controls 
some awesome source of power (in this 
case the Ring of Skulls) and who must 
be defeated by yours truly, armed with 
some equally legendary artefact. 

if it all sounds too like the Lord of the 
Rings you're right, but to give Tower of 
Despair its due, the accompanying 
blurb is excellently written and the game 
is very high on excitement 

Although the imaginative scope of 
this game is enormous, the adventure 
itself is not so complex. There are one or 
two very difficult puzzles, not all of 
which seem to have logical solutionis, A 
group of winged nasties, for example, 
will follow you and tear you to pieces if 
you go in one direction, but are rapidly 
left behind if you go in another. 

Puzzles like this sometimes assume 
monumental significance, because this 
is one of those games where you some- 
times can't explore any further until 
you've got past someone or something 
that's blocking your way. 

Nevertheless. Tower of Despair is a 
gripping adventure, deserving a place in 
any fantasy fan's collection. 



The Wizard's Mailbag 



TH L W 1 1 1 TE WI Z A RD received a d u p! icalcd 
letter from <i Mr Neil Monro this month, (Js 

Wizards being a somewhai snobbish lot, I 
was inclined to dismiss this epistle as being 
unworthy of my attention. After all. a DUPLI- 
CATED fetter - by the beard of Belboz, don r 
I deserve a more personal communica- 
tion??? 

After despatching a flock of man-eating 
harpies to scour the planet for the luckless 
Nei[, J decided that perhaps J was bung a bit 
over the top. In fact, J found myself positively 
wanning to the aforesaid Mr Monro as foe 
described his problems at the very beginning 
of Level 9's latest blockbuster. As some of 
you may know, unless you're very crafty you 
will find yourself being roasted by Snowball's 
engines within second* of starting the game. 

I can't help feeling that this is a pity. 
because once you get past the first stage the 
game is so very enjoyable, So, if you arc stuck 
at ihis point, I feel perfectly justified in 
spilling a few of the beans. Cheek out this 
month's Help Grid tor further details. 

Rob West lake Stephen McLcish and 
Chris Dyke write in crowing about their 
recent joint victory over the perils of Urban 
Upstart front Ki chard Shepherd. This game 
seems (o be standing the test of time very 
well, being humorous, attractively presented, 
and quite challenging all at once. 
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of the Mysterious Adven- 
tures range, have several 
new games planned for 
early in the year, includ- 
ing a new range for the 
Amstrad in the spring. 

Hcwson Consultants 
will be bringing out a 
follow-up to Avalon in 
March The game uses 
similar joystick controls, 
but boasts a completely 
different, and expanded", 
setting, featuring stone 
circiesjey lines, and the 
Saxon invasion. 

Melbourne House 
have started work on 
their most ambitious pro- 
ject to date - The Lord of 
the Rings The adventure 
will come, like the book 
in three parts and the 
company hope to release 
it Mate in 19$$'. Mean- 
while their latest game. 
Castle of Terror (A 
Dra cilia -in spired 
graphics adventure) 

should be entering the 
shops as you read this. 



Artie have three more 
games in the pipeline, all 
with graphics. Details 
have yet to emerge, but 
this company are always 
good value. 

CDS are likely to score 
a big hit with adventurers 
Over the next year. 
They've bought the rights 
to Castle Black star and 
its successor, Pyramid of 
the Sun- Blacks tar is a 
text-only game in the 
grand tradition of Clas- 
sic Adventure and much 
im pressed the White 
Wizard when he first saw 
it earlier this year, hut 
Pyramid of the Sun 
sounds even more excit- 
ing, 

Mark Sheppard, otic of 
the programmers of the 
series, tells me that the 
game is set in Egypt, 
makes a lot of use of 
Egyptian mythology, and 
will he second only to the 
legendary Jnfocom 

games in its ability to 



understand English in- 
puts. That's quite a claim, 
and if the program lives 
up to it then it'll be solid 
gold for adventurers at 
only £6,95, 

Castle Black star is 
available on the BBC, 
Spectrum, Commodore 
64. and Dragon, and an 
Amstrad version may fol- 
low later. 

Last of all, there's one 
company who WONT 
be bringing out any more 
adventure games. Soft- 
ware Projects disting- 
uished themselves in 
19£4 by bringing out Le- 
gion, a game in which 
you could go Up but not 
back Down, ft comes as 
no surprise then to be 
told by a spokeswoman 
for the company that; 
'Unfortunately we don't 
still publish Legion, and 
we won't be doing any- 
more adventure games.' 
So there you are.., 



Messrs Westlake, McLcish, and Dyke in- 
clude a con] plett solution to the game-ill their 
letter, but wonder whether there is a football 
pitch somewhere that they didn't find. To the 
best of my knowledge, the closest you can get 
to i he pitch is just outside it, where you meet 
the football fan, but perhaps olher adventur- 
ers can prove me wrong. 

lirad Owen writes in requesting help on no 
less than eight games, but forgot to include 
his address, Arc yuu there, Brad? Please 
communicate further . . , 

The Cave of Solitude is still bein^ Hooded 
out with letters from players of Lords of 
■Shdmght. Most notable by far of these is Mr 
M Sutherland of Gearsdcn, Glasgow He 
begins his letter. 'To that famous Conjurer 
and Seer, White Wizard . . .'. The harpies are 
on their way Mr Sutherland, give them a cold 
sausage and they'll reward you with a signed 
photo of yours truly and a display of aeroba- 
tics (don't forget to tip them, or else. . .). 

Mr Sutherland mentions the various ways 
of destroying the lee Crown, which would be 
some assistance to Ian fones who sent in a 
long description of every move he made 
during 36 game-days^ 1 ), ending up with the 
Ice Crown but not the faintest idea of what to 
do with it Try.- taking it to Lake Mirrun and 
pressing the ■Night 1 key. Ian. Also, try seeking 
a little more guidance at the Towers. 



Christmas tips 

Use the Clue Code at the end of each 
problem to identify a square on the grid 
Staffing Eit that position, read every 
second letter until you have a complete 
sentence. When you reach the end of a 
row, go back to the beginning of the 
next line and carry on. 

I Can't escape from Snowball's en- 
gines in Return to Eden? (Clue Code 
Al). 

2. Can't hang on to the Bio-Gem in 
The Hulk. Bear this in mind. . (Clue 

Cede AS). 

3. Escape is vital at the beginning of 

Artie's Eye of Bain... and you'll also 
need the pole later on in the game. IT 
you're stuck, this should get you started. 
(Clue Code 12) 
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Adventureworld 






HERL'S OUR latest Helpline, You can use 
this column to offer assistance to other 
readers, ask tor help if you're stuck, and in 
doing so make friends wilh readers in 
Britain and abroad. 

Send your name, address, and the name of 
your computet ona postcard, indicating the 
game and problem yog are stuck on, to 
Adventure Helpline, Personal Computer 
Gamcs, 62 Oxford Street, London WlA 
2I1G. In order to fit as many people in as 
possible, in future issues we will only be able 
to give spate for one problem per reader. You 
may of course still offer help on as many 
games as you arc qualified to do so. 

You can include your telephone number. 
but you must bear in mind that you. may 
receive many calls. 

finally, don't forget to include a stamped, 
addressed envelope if you need a reply from 
another reader. 

Help offered 

A valon {Spectrum) 

Contact: Martin Ford, Gerreg Won. Lla- 

narthney, Carmarthen, Dyfed, SA328JR 

Aztec Tomb Adventure, Snowball, 
Hobbit, Hulk 

Contact: T Styles, 28 Hamsterly Road, 
Salters Lane Estate, Stockton-on-Tees. 
Cleveland, TS 19 SAT 



Attention all Spectrum own- 
ers! Here's a great opportun- 
ity to walk away with a free 
Microdrive plus interface, or 
- for 20 lucky runners up, copies of two 
new games for your machine 

Hitl-MucGibbon have just brought 
out a range of games including two 
graphic adventures, Aztec and King 
Arthur's Quest The games are excel- 
lently presented, and cum bine numer- 
ous locations to explore and puzzles to 
solve with the ease of single-key input. 
They were programmed by Five Ways 
Software, who also produced the Lone 
Wolf series reviewed in Decembers 
Adventureworld. 

Now for the competition, and it really 
couldn't be easier. All you have to do is 
complete the following riddle using no 
more than 20 words: 

Q: Why did the Wizard cross the road? 
A: 



(20 words max), 

Copy your completed riddle onto a 
postcard, together with your name and 
address, and send it to: HillMucGibbon 
Competition, Personal Computer 
Games, 62 Oxford Street, LONDON 
W1A2HG- 

The funniest answer wins the first 
prize of a Sinclair Microdrive plus Inter- 
face 1, and the 20 runners-up will each 
receive a copy of Aztec and a copy of 
King Arthurs Quest. So. come on - 
prove to us all that you've got a sense of 
humour and win yourself some great 
prizes! 



The PCG Helpline 



Golden Apples of Zeus, Adventure- 
land, Pirate Cove, Mission Impossible, 
Voodoo Castle, Count, Mosferatu, 
Quest ofMerravid, Earthquake, Cast- 
temazc 

Contact: Stephen Bowes, 104 Western 
Road,Gooie,DN14 6KD 

(On the Dragon) Shenanigans. Sea 
Quest; (On the CBM 64) Quest of 
Men-avid, Heroes of Karn, plus hints 
on Erik the Viking 

Contact: Tony Treadwell, 41 Fernhill 
Road. Begbroue, Oxford OX5 1RR. Tel 
08675 6670 

Colossal Adventure, Dungeon Adven- 
ture, Lords of Time, Snowball, Hobbit 
Contact: Philip Chan, 7 Kushmead 
Close. Canterbury, Kent, CT2 7RP. Tel: 
0227 453 9 U between 6 and 9pm only. 

Help wonted 

Pyramid (Vic 20) 

I am stuck in the dusty cellar. 

Stephen Bowes, 104 Western Road. 

Goolc, North Huinbersidc.DiST4 6RD 

Hobbit (Spectrum) 

How can I get past the bulbous eye, 
having collected the treasure and defe- 
ated Smaug? 



Win a microti rive! 



Mike Gardner, Kirch Hall. Thcydon 
Bois.Essex,CM16 7DR 

Ghost Town (Spectrum) 
How do I find the map and examine it? 
P J BeaJe* 33 Sutton Lane, Shrewsbury, 
SY3 7QQ 

Hobbit (Spectrum) 

How do I defeat the vicious warg in the 
eJvcn king's dungeon? 
D Webb, 6 River Drive, Padiham, Bum- 
ley, Lanes BS12 KSI : . 

Catacombs (CBM S4) 

How do you get through the ordinary 

looking door (first location)? 

Nell Baker, 1 14 Belmont Road, Harrow 

W<. a I d , M i d d I es ex H A3 7 PR 

Quest for the Holy Grail 

How do you get past the knight who 
says ntc? 

Bryn Lucas. 17 Small wood Road, Col- 
chester, Essex C029HB 

Classic Adventure (CBM 64) 
How do we get past the snake? 
Ldward Webb, 3 Montgomery Walk 
Wateriooville, Hampshire POT 5TD 

Heroes of Karn 
How do 1 kill the bats? 
Philip Chan. 7 Rush mead Close, Can- 
terbury, Kent CT2 7RP 




ffi* re in the Wilderness. It's ft»th#rM«&ts 
and cc\d here, 1 can just m4;^ dwt 
HW^na's CAstXe ahsve the F^st^^fttf 
the north- east 



King Arthur's Quest ami Aztec are both 
Highly original in their presentation. The 
graphics display shows your view ahead, with 
each location that you can move to 
represented by a square on a grid. Landscape 
features such as trees, lakes, towers etc are 
vi si bl e from a d ist&nce but sina! ier obj ects are 
on ly v isible wh en you f re act ua! iy on the 
square in which they are to be found. 

You can move about using single-key 
inputs for Turn Left, Right, and Move 
Forward. There are also commands to enable 
you to pick up, drop, and use objects, plus a 
Casts pel 3 command. 

King Arthur's Quest has you trying to 
defeat the evil witch Morgana. A ztec presents 
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a rather meatier challenge, when you wake 
up to find that the sun has disappeared along 
with all the tuher members of your visage. 
Both games feature 'realtime' elements; in 
King Arthur's Quest, for example, night 
follows day as you move about, and your 
energy runs down steadily. 

The Wh ite Wizard s on ly sligh t reservati on 
ab out these programs is that the ease of 
control prompts you to move about faster 
than lb e progra m ca n keep u p - a her a ii . it 
h as to redraw th e grap hi es every ti me y ou 
change, location . Th is wi 1 1 only deter t he 
impatient player, however, and with upwards 
of 800 location squares in each game, mys! 
players should be kept busy forages. 
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AT LAST MICROMEGA KINGS OF 
SPECTRUM GAMES BRING THEIR IT) 
QUALITY TO THE COMMODORE 64. 




mtufl 




Available through 
good computer 

stores everywhere 

£8.95 



Frame golden city 
tram the clutches of 
the wicked Afreet. 
Battle his guardian 
devils, force entry 
to ttie palace, 
reveal the magic jar 
and finally do battle 
witii (tie genie 
himself? A unique 
pure arcade 
challenge for me 
CBM 64 owners, 




WQOLWOfiTH 



Top quality programs available 

from a// good retail outlets or direct from: 

Bubble Bus Software 
87 High Street 
Tonbridge 

KentTN91RX 
Telephone: 0732 355962 
Telex: 95151 




How to teach your Micro 

a thing or two 



Thousands of home computer owners have yet 
to discover their microcomputer's potential to help 
with many of the problems and decisions that come 
up every day in the home or office. 

Perhaps you have always promised yourself" that 
you would teach yourself programming, but have 
been put off by manuals which seem to assume a 
lifetime spent studying computer science and 
mathematics. Maybe you have looked at other 
computer books, but have yet to find one which is 
free of unnecessary jargon or where the program 
examples bear some relevance to real life and not 
space invaders. 

Relax, your search is over, 

The 'Learn BASIC tutorials from Logic 3 are 
the latest development of a teaching method 
pioneered by Professor Andrew Colin and perfected 



by testing on 3 generations of students at Strathclyde 
University. The "Strathclyde Method' has been 
translated into N languages and used by over 300.000 
microcomputer users, 

q Learn BASIC is a jargon free, step by step, 
course in computer programming, which explains 
everything clearly in English, not computer talk . In a 
matter of hours you will be writing your first 
programs, 

'Learn BASIC is designed for people who want 
tO keep abreast of the computer age, for people who 
realise thai understanding computers is a ke> to 
future success at work, at school, and as a parent. 

Get 'Learn BASIC and teach your micro how 
to be useful! (Available from major branches of 
W,H, Smiths, Boots, Laskys, Greens. John Menzies 
and better computer shop* nationwide) 



Please send me more information about 
vour:- 

i Ink KVttgrott bow 

'Learn BASIC tutorials □ 

Logic 3 Spectrum Club U 

Logic 3 Commodore Cub □ 

(64 and VIC owners only) 



Name... 

BLOCK CAPITALS I' I I \SE) 



1 have a; 



in 




LOGIC 3 



Sinclair Spectrum 


□ 


Commodore 64 


□ 


Acorn Electron 


□ 


BBC Microcomputer 


a 


Dragon 


□ 


/AUUirCSS , , r , . r r , r „ , , r r _ . , - 





..(Postcode).,.,..... 





To Logic 3 Ltd,, FRLEPOST, Mounlbatten House. Victoria Street, Windsor SL4 1HE 







:j 100% machine code 

separate control of bike and rider 

for incredible reaflsm 

D dangerous headwinds tar added 

difficulty 

scoring system - for successful jumps 

D Joystick or keyboard option 

n PLUS! Ff You can enter the Official 

mtematkma! Jump CrsJtenge 

Competition' 

Details on cassette insert 

Avaiteble from leading software 
retailers OR order today 
by mail, price £6-95 (4BK 
Spectrum) or £7 95 
(Commodore 64, 
BBC V, * Ejection) 
including VAT and P *P. 
Please make cheque or 
postal order payable 
to Software 
Communications Ltd. 
AJlow 7 days for delivery. 



Marteeh is the registered trade mark of Software Communications Limited 
Martech House, Bay Fen-ace, Pevensey Bay, East Sussex BN24 6EE 
WELCOME. PHONE: {0323) 768456 TELEX; 874*5 EXJM Brighton 




48KSPEaRUM COMMODORE 64 BBC 'B' ELECTRON 




Challenge Chamber 
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Beach-head hi-score claims tested in PCG's secret room 




Two five-star, battle-scarred Gener- 
als assumed command in this 
month's Challenge Chamber. 
Veterans of many an amphibious land- 
ing, Richard Murphy. 12, of Fleet in 
Hampshire and 14 -year-old James 
Stevenson of Purley entered the Cham- 
ber to test Iheir military skills on the 
Spectrum version of Beach-head from 
US Gold. 

Both of these strategists have owned 
Spectrums for over two years and are 
seasoned games campaigners, James, in 
fact, has been decorated with a DSO 
with bar for his great courage in putting 
up with faulty machines: he's had to 
return six Spectrums in those two years 



due to faults of one kind or another. 

It didn't stop him though. He first got 
hooked on Manic Miner and hc f s never 
looked back. Other games he's keen on 
include the Ultimate games, especially 
Lunar Jetman. 

Richard, too, is an Ultimate fan and 
can find his way out of Sabre Wulf in a 
nifty seven minutes or so. Unlike James 
he enjoys playing adventures - he's 
even solved Level 9% Colossal Adven- 
ture, which is no mean feat. 

Fearsome 

Generals James and Richard both had 
scores of around 126,000 on Beach- 
head, the game in which you have to 
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guide your forces from sea to land to 
victory. 

So, into the Chamber they went for a 
challenge more fearsome than anything 
the Pentagon's war games simulations 
can offer. 

Seated at their respective Speclrums 
James and Kit hard presented the very 
image of calm heroism as they set off on 
the first stage of their Longest Day. 
Their mission - to get their ships 
through the secret passage before estab- 
lishing a beach-head and destroying the 
fortress of Kuhn- Lin. 

Its no ordinary pond you play the 
admiral on: it's infested with mines and 
vicious torpedoes speed across it. Get- 
ting your ships through is a question of 
preosion, of stopping and starting at 
exactly the right moment and then 
making a dash for the narrow passage. 

James had the edge here, somehow 
steering smoothly through the perilous 
waters Richard kept almost finding a 
watery grave, but generally managed to 
stop within a hair's breadth of disastcr. 
A reward of 30,000 points came James' 
way when he'd got all his ships safely 
through. Richard followed a few mi- 
nutes later with the same score. 



Ballistics 

The next part of the battle is the 
game's hardest and most exciting sec- 
tion. A degree in ballistics helps, but 
failing that a hell of a lot of practice will 
do. What you have to do is fire your 
guns at the enemy as their ships float 
across the hori7on and their planes 
zoom towards you m 3D horror. 

Up and down those big guns went, as 
the Generals searched for the correct 
elevation to blast the rascals into obli- 
vion, A tenth of a degree is a matter of 
life and death here. 

]ames again seemed to be marginally 
more accurate, finding the hostile* 
quicker than Richard and despatching 
them in flashes of brilliant red. After 
vaporising wave after wave of planes 
and then sinking the aircraft carrier, the 
beach-head was established and the 
struggle returned to land, with James on 
fio.GOO and Richard just a few thousand 
behind. 

Tanks - were they Panzers or Centu- 
rions? - rolled across the muddy and 
heavily fortified battlefield. They 
weaved through the minefields and 
swerved to avoid walls, blasting away at 
enemy artillery as they went. 

Casualties 

But it was no picnic. This was war, 
and in war there arc casualties. Richard 
got pranged by an enemy gun emplace- 
ment, and the same thing happend to 
James. But once more it was James 
whose firing was the more deadly, and it 
was James who accumulated the points 

The final stage of Beach-head is the 
storming of the fortress of Kuhn-Lin 
itself An enormous hill looms up. A 



huge gun slowly swings round, YouVe 
got to get in ten hits before that gun hits 
you -terminally. 

With one more tank than Richard. 
James was in the driving seat. He didn't 
mess up, remaining calm and making 
the most of his advantage. Inexorably 
his last tank advanced, destroying all 
before it. The fortress destroyed, the 
scores showed a victory for James 
Stevenson: 129.000 points to Richard 
Murphy's 118,000. Victory then to 
James, who becomes the first of Beach- 
head's six-star Generals. But Richard 
need not despair. He acquitted himself 
with great bravery. And old soldiers 
never die. 




MORE MAIL TO 
THE MASTER 

HERE IS the opening of a letter from a 
certa i n C. Free of Beaco nsfi el d ; 

Dear Dastardly Chamber Master' 
The Master was stunned to be addres- 
sed in such an ungentlemanly fashion 
Why dastardly? What had the Master 
ever done to C, Free? It's a mystery and 
a disgrace. After such impudence the 
Master does not feel able to print the 
rest of C. Frees letter. 

On the subject of the correct form of 
address for a Chamber Master, wrap 
your voice box around this: 
'Greetings O Chamber Master, Super- 
fluous Being of the whole mega- 
universe.' 

Now hear this, David Baron of 
Loughton in Essex. The Chamber Mas- 
ter is not suerfluous He is, in tact, very 
necessary. So there. 

David Lowe of Leicester knows bet- 
ter how to address a Chamber Master. 
Unfortunately, Dave thinks his score of 
15,075 on Arabian Nights entitles him 
to call himself Lowey the Magnificent'. 
Take a look at this month's high scores, 
Dave, and then get back to that 
machine. 

Too many letters about the interna- 
tional Soccer Knock-out competition 
have arrived for all the writers to be 
mentioned. The Master is still ponder- 
ing the possibility of such a mega- 
chamber event. Discussions are taking 
place with the FA, Pcle, Jimmy Greaves 
and many other important soccer perso- 
nalities. Expect a report soon. 
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Finally, the Master and his minions 
would like to wish all their readers a 
merry Yuletide. Wherever and whoever 
you are, the Master hopes that Santa 
fills your stocking with all the games 
you have dreams about. Clock up some 
festive high-scores for 1985! 

High-score equality 

Dear Chamber Master, 

You wanted letters from ladies, so here 

you are! 

Yes, you're right, we do enjoy compu- 
ter games but, unlike certain males, our 
ego doesn't need feeding by having our 
names in print We are content to sit 
here slaving over a hot keyboard with- 
out looking for praise or reward. 

However, I'm a firm believer in equal- 
ity of the sexes and feel that if my sons 
wash the dishes J should take on some 
of their difficulties. It has taken a lot of 
effort and concentration to think like a 
male, but the next sentence shows how 
successful I have been: PLEASE 
PLEASE, PLEASE. PRINT MY NAME 
FOR MY SUPER PIPELINE SCORFJ ■ i 
Sheila Bell, 

North Shields* Tyne and Wear 
The Chamber Master is hugety grati- 
fied to receive this letter -all the more 
so because Sheila goes on to give some 
very shrewd tips on how to high -score 
on Super Pipeline. We hope to be 
printing these soon. 
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The scores to 
beat 



ANCIJ>I?AL(CBM64) 

+ 6,410,933 H timer Perry, London 

+ 6,179,503 Can,' Insley, Derby 

+ 6,081,545 Gary Fen n. Berk hamsted 

ARABIAN NIGHTS (CUM 64} 

+ 31,400 Robert Ireland, Prestatyn 

* 29 ,850 Dan i e E Gi 1 be rt, HeathfieJ d , Sussex 

* 24,400 Richard Balashaw, S, WSrra] 

BEACH-HEAD (CBM M) 

+ 996,000 Bad Aveyard, King's Langlcy 
+ 745.000 Jason Bird. Chelmsford 

* 737,800 PaulTonlman, Ripon 



Challenge Chamber 



BEAKY AND THE EGG SN ATCHERS (Spectrum) 

* 40,340 Jain Red dick. Kircaldy, Fife 
+ 29.360 Kristian Legg, Bratntree 

+ 29,120 Alex Grass, Hitch in 

BONGO (Vic 20) 

* 1 1 ,027,500 Paul Robertshaw, Hatfield, 

Manchester 

* 4,176,000 Kevin Pain, Otterbourne 

* 3,132,000 Christopher Wain, Notts 

BOZO'S NIGHT OUT (CBM 64) 

+ 50 Pints Ju lien Lusk, London 

+ 49 Pints Brian Leach, Slanmore, Midcbt. 

CHINESE JUGGLER (CBM 44) 

+ 193,925 Vaughan Waylett, BmintrtsS 

+ 185,445 Darren L'ngless, Frimley Green 

BUZZARD BAIT (Drojon) 

+ 86,100 Derek Li ddle, Hartlepool 

CHARIOT RACE (Vic 20} 

+ 7101 Kevin Smith, Twickenham 
CHUCKIE EGG (BBC) 

+ 5,127,130 BineshPatel, Wrexham 
+ 4,065670 AlistairH indie, Kirkcaldy 

* 3,074,080 Ian Cook, Braintnie 

CHUCKIE EGG (Spectrum) 

* 10,338,550 Richard Mazzaferri. Aberdeen 

* 8,079.540 Steven Taylor. Warn ngtun 

* 6,604,470 Raymtjnd Graham, 

Birkenhead 

CODE NAME MAT (Spectrum} 

+ 1244 Gary Jarvis.Catford. London 

+ 1131 Richard Kuban, Woking 

* 1 080 Marc us H on eysett, Ro u rnemouth, 

Dorset 

DEATHCHASE (Spectrum) 

+ 514,968 John Dunne, London 

+ 4 18,479 Mark Johnston, Arbroath 

+ 285, $98 Mark Erring on. Stan Icy, Co. 

Durham 

DECATHLON (Activision) (CBM 64} 

* 13,015 Ayham Akcay, London 

+ 11,892 Jason Lutkin, Norwich 

* 11,539 Jason F3 etcher, Dorking 

ENCOUNTER (CBM 64) 

+ 632,200 Julian Venus. Winchester 

+ 257.800 Robert Love, Essex 

f Lin (BBC) 

* 106,588 ( Deadly} J asonWatton, Chepstow 

FORBIDDEN FOREST (CBM M) 

+ 1,00 LOSS Stephen Campbell, Dumfries 
+ 841.401 David Martin, Ramsgate 
+ 837,241 John Kelly, Castlef ord 

FHAK! (BBC) 

* 2,046900 David Buttimrjre, Pembroke 

* 312,550 Jason Robinson, Darlington 

* 310,000 lanHowcrofL,Fariley,Yorks. 




GRlDRUNNER(Vic20) 

+ 744, 1 00 Stephen Tom] i nswn, Ashton 

+ 542,420 Steven Be]!. Barking 

+ 333,790 PaulMaidment.TiJehurst 

GUARDIAN (CBM 64} 

* 255,200 Carl Lyons, Huddersfield 
+ 127,050 Alex Peat. Twickenham 

JAMMIN' (CBM 64) 

+ 307,061 Du ncan Heath , N orwich 

* 699,573 Cameron Heath, Norwich 
+ 501,641 DarrenScotl,Dontasler 

LOCO (CBM 64) 

* 1,000,000 Paul Harper, Felpham 

* 594.800 Gary Cuthbcrtson, Newcastle 

* 577.220 Alex Green, Maryburgh. 

Scotland 

LUNAR JETMAN (Spectrum) 

* 382,520 J o h n E! I io tl . Fal k i rk 

* 3 1 7,8 70 Nic h o las Bi joth , Clevedon , Avo n 
+ 203,8 10 David Martin, Ramsgate 

REVENGE OF THE MUTANT CAMELS (CBM 64) 

+ 2,956,0&8 Scott Walsh, Batley 

+ 2,600 ,000 An drew Jon es , Prestatyn 

+ 2,287,000 Tom Burton. Saxmundham, 

Norfolk 

SHEEP IN SPACE (CBM 64) 

+ 2.450.000 Tom Burton, Saxmundham, 

Norfolk 
+ 1,831.352 James Atherton, Sheffield 

* 1.147.000 John Nell is Birmingham 

SASfSWULF (Spectrum) 

+ 6 m i ns, 45 sees. (50% ) 1 an Law. Aberdeen 

+ 6 mi ns. 55 sees. (54%) Trevor Sinkin son, 
Boroughbridge 

STOP THE EXPRESS (Spectrum) 

+ 14,730 Jamie Westwood, Brighouse 

+ 12,270 Mi chaelAhemc, Cumbernauld, 
Glasgow 

SUPER PIPELINE (CBM 64) 

* 1,238.050 Rodney Bond, Billericay 
+ 490.035 Sheila Bell, North Shields 

TORNADO LOW LEVEL (Spectrum) 

* 101,474 Richard Mazzaferri, Aberdeen 

MUSHROOM MANIA (One) 

+ 375,184 Chris Swift, Bradford 

FORTY NINER (ZXJ1) 

+ 150,885 Richard Hall.Tamworth 

* 48,906 Matthew Gearing. 

Wrington, Avon 

* 30,150 Paul Green ley, Hull 

THASHrVlAN (Spectrum) 

+ 27,262 Robert Venn, Reading 

* 27,420 Simon Lowe, 1 Luddersfield 
+ 27,222 Robert Poeock, Buxton 



OK - I'll dare the Challenge Chamber 

' ^ame , Name 

| Address , i Address 

I 

1 iiriri- r , , IILIL „ L1 „ ll,,«.»»li..t»'. 



(This portion to be filled in by witness) 






' **■■,*!. P4.lil 



Telephone no, (if possible) 

Occupation 

[ confirm that the above claimed score is genuine. 
Signed , 



Telephone no. (if possible) 

Came .,.,., Machine 

My score is; scored on (date) Post tnisfi>rni t0 challenge Chamber, Personal Computer 

| in a game lasting mins sees- Games, Evelyn House, 62 Oxford Street, London WlA | 

I Signed ,. 



* - 



2HG. 
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REPRINT 
SERVICE 

If you are interested in a particulararticie 

or advertisement in this publication 

you might like to take advantage of our 

special Reprint Service. Let our high quality reprints 

provide an attractive and impressive addition to 

your portfolio of promotional material 



4 o 








For further details 
and a quotation, 
give us a call today 

Ring 

ROBERT BUGGS 

on 

01-6366890 

Ext. 259 
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Mirage 




SOFTWARE & 
DISTRIBUTION 



1 Sandy Road 

Top Floor 
Seaforth 
Liverpool 
L21 4NS 

Tel: 051-920 971 3 



PROGRAMMERS 

WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE 
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN 
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL 
CONCEPT WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK 
ON NEW MACHINES SUCH AS THE C.B.M/16 AMSTRAD AND M.S.X. 
WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR 
MIRAGE. WE ARE ALSO OFFERING £500 PRIZE FOR THE BEST PROGRAMME 
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO 
MARKET, WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR 
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE 
MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY 
HAVE. 

SOFTWARE HOUSES 

WE ARE LOOKING FOR TOP SELLING PROGRAMMES TO DISTRIBUTE TO 
OUR WIDE RANGE OF OUTLETS THROUGHOUT THE UK AND GIVE YOU A 
VERY FAST SERVICE TO HELP WITH YOUR SALES AND TO MAKE THE 
MOST OF YOUR PRODUCTS. SEND A SAMPLE COPY OF YOUR PRODUCTS 
WITH RATES AND TERMS FOR A FAST ASSESMENT FOR MORE 
INFORMATION CONTACT THE SALES MANAGER HE WILL BE GLAD TO HELP 
AND ASSIST YOU. 

DEALERS AND DISTRIBUTERS 

DEALERS WE HAVE THE BEST SELLERS FROM THE BEST PRODUCERS- 

WE ALSO OFFER VERY GOOD RATES AND TERMS TO HELP YOU AND US 

TO ACHIEVE THE BEST SALES AND SERVICE. FOR MORE INFORMATION 

CONTACT THE SALES MANAGER. 

DISTRIBUTERS HAVE YOU GOT THE MIRAGE RANGE ON YOUR 

SHELVES, IF NOT THEN CONTACT THE SALES OFFICE FOR SAMPLES AND 

RATES. 



SALES MANAGER 
T.C. SAPHIER 



SOFTWARE MANAGER 
C.A. SAPHIER 



NOTE WE HAVE MOVED TO NEW PREMISES 



JANUARY 1985 



PC GAMES l« 



;'i 







/ 







|THE TIMES 

NETWORK 
for 

S C H'O L S 



hntvi 1 





s in your hands when you 
ational Computer Club. 

The first truly nationwide net\ 
computer fanatics from Aberd 
/mouth Sound is offering thi 
ter pack consisting of FIVE A 

games (see right), a giant 
1 poster, your personalised 
m* ership card and "~ 
- c,t magazine, ■ y 

>w \ fit to d e^ wojTprogrammin^ 
hn n f fool^hto hologram^ or] 

i>uter grapfff " 

e tiering 
re in the mi 



the 



for 
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rts 1 many 
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ve 
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? very I, 
i does 
>r not the 



tc 

Jttyr sponsor at 
etwork for 

know we 
g you up to date 
st developments. 
' is cost you as 
l al package 



YOUR& 

crikr 














Please enrol me in the 
National Computer Club I 
enclose my cheque/postal 
order for £5,00 inc. post 



and packing made payable 
to Mationaf Computer Club, 
RO Box 75, Holbom, 
London EC1M 2HU. 



Matoe of personal 

computer 



Name of 
school/college 



(Please note games are cnty compatible with Sinclair, Commodore and BBQ 



J/ifobw: 
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'Another No.lfrom Ocean* 



DALEY THOMPS 
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SPECTRUM 48k 
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COMMODORE 64 
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Ocean House 6 Central Street Manchester M2 5NS Tel: 06 I 832 6633 
Ocean Software is available from afl good software dealers and selected branches of: 

WOOOWWTW \\ HSMl I H. |g rJMAMWM LASKYS Rumbetows and Sp«tnjm Shops 
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PCG tips on high scoring in your favourite games 



HOW TO JOIN THE ELITE 

Acomsoft's stunning space game has been enthralling BBC and Electron owners the country over, Shingo Sugiura gives 

his tips on becoming one of the Elite, 



Q First thing you must get used 
to is the 'feel' of flying the Cobra 
Mk-lll, For the first few flights, 
simply fly around and make sure 
you can quickly head in the right 
direction using the radar. I advise 
you to play with the keyboard 
rather than the joystick because 
you have so much more control 

H You can I begin to appreciate 
the real depth of this game until 
you have fully equipped your 
ship. Obviously this needs credit 
and trading. Ten afraid I can't 
offer you much advice on trading 
because the pries of goods vary 
and the galactic chart is so huge. 
The most important thing is to he 
able to choose goods at cheap 
prices and that only comes with 
experience. 

J trade almost solely on compu- 
ters but you may find planets 
which sell alien cargo at l& or 
whatever. One tip is to stay away 
from narcotics and slaves. They 
attract police vipers and even if 
you are very experienced, it's 
highly unlikely that you can sur- 
vive a hi! i viper assau It. 

Q The order in which you equip 

your ship is important. This de- 
pends on whether you happen to 
be an expert combateer or 
whether you are a natural trades- 
man. Probably the most impor- 
tant pieces of equipment are a 
docking computer (this saves a 
considerable amount of time, 
especially on the tape version), 
ECM (you probably won't be able 
to survive long without it) and a 
beam or military laser. Voti might 
be tempted to arm yourself with 
right, left and rear lasers. Don't. 
They wi 1 1 rental n u nu sed. 

Q Once these essentials are 
bought, buy yourself an extra 

energy unit : large cargo bay, ener- 
gy bomb and an escape capsule, 
¥m afraid gettittg to this stage is 
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rather boring and will simply be a 

matter of you wandering fro til 
planet to planet earning credit. It 

just takes time, so be patient and 
don't forget to save the game at 
frequent intervals, 

Always have four missiles and 

an energy bomb When more 
than three pirates attack you 
simultaneously, confront them 

with your missiles armed and 
release one as soon as it's locked 
on. Arm another missile and start 
blasting with your laser and 
launch missiles as required. 

The manoeuvrability of your 
ship is directly proportional to 
your velocity so slow right down 
it you are con fmn ting, say. a 
Thagoid invasion ship releasing 
fiveThargons a second! 

It is quite possible to destroy 
five or even six pirate ships if you 
stay cool, aim carefully and use 
your missiles wisely. Don't forget 
to use an energy bomb when 
things looks desperate. Ft 
costs a lot but it's better to survive 
than to save a few credits and be 
dead. 

Escape capsule is another pos- 
sibility but so far. I've never had 
the chance of actually hitting the 
Escape key at the right time! 

Once you can fly and fight 
effectively, you can either find 
yourself a pair of planets in close 
proximity to each other and just 
trade, or you can explore the 
eight galaxies. Jf you want to 
enter the competition organised 
by Acomsoft, it's best to slick to 
the first option but there's no- 
thing more interesting than ex- 
ploring the weird and wonderful 
world of Elite which presents 
many strange things that aren't 
mentioned in the manual, For 
example, somewhere in the mid- 
dle of galaxy 1, there's supposed 
tu be a ship with a virtually 
i n destructible armou r. 
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BE A BETTER 



Richard Pa ley's lips on play- 
ing Alligata's excellent Com- 
modore 64 version of Defen- 
der: The Guardian. 

O literally defend' huma- 
noids, Stick dose to them and 
zap those landers. 

H There are big points in saving 
humanuids! If at] is clear, allow 
the lander to take the humanoid. 
then shoot. Catch and replace the 
humanoid vertically (i.e. go down 
immediately) and you've stoned 
1.150 points just like thatJ 

Q Use the scanner: that, and 
your laser are the most important 
tools of a true Guardian. With a 

little practice it should be possi- 
ble to move to the scene of the 
crime quickly and accurately. 
And watch out for mutants and 
swarmtsrs with it. 

Q Zap them pods on wave 2 
upwards! It's definitely worth it! 

Q Store up the smart bombs, 
and use them only in dire cir- 
cumstances. Save them for clear 
space when you lose the planet, 
or really bad waves. 
Q Don't use hypers pace unless 
you're feeling lucky' 

Wake up, 
i 



Wallyi 



If you aren't one of the 300 plus 
Spectrum Owners who've written 
to us with solutions for Mik- 
rogen's great Pyjamarama, here's 
some cryptic advice to stop you 
learingyour bah out, 

• Can't get that crash helmet? 
Can't use the driving licence? 
Makes you want to jump out of a 
window in despair, 

• Can't get the scissors? You've 
gotta stop those library books 
hittingyouon the head. 

• Can't reach the balloon? Buy 
do you need help 

Kong tips 

On the third level of Ocean's 
Kong {4&K Spectrum) climb to 
the top of the first set of platforms 
and wait for a lift. Jump on to il 
and Jet go of all the keys. Yon 
should go through the top and 
automatically finish the level. 
Rhys Jones, South Glamorgan 



ALL THE WAY ON ARI 

Robert Ireland has a score of 31.400 1 on Arabian Nights for the Commodore 64 and claims 
to be the first to have completed this Interceptor game. Here are his 'rather brilliant tips' on 
the last six screens. 



THE CAVE 

Jump on to platform 1 and jump 
again to get the A. Jump to plat- 
form 2 and then 3 and wait by the 
ladder until the genie is right 
beside you, Rush up the ladder 
and jump onto the A. Fait down. 
go to platform 4 and jump across 
towards the I, Walk down to 5, 
then to 6 h and 7 : then j ump to 8, 

Wait on platform 8 until the 
genie following you is right by 
platform 6. Jump ail the way up to 
the platforms, jump up to 10, 
jump up to gel the R, walk off, 
and walk tol. 

From there jump to 1 1, along to 
2, jump to 3 and wait by the 
ladder for the genie. Then do the 
same again, except that when you 
get to 7 walk down to gel the B. 

Jump up onto 8 and up two 
more platforms, then onto 5. 
Jump to get the 1, walk back 
down to 7, jump up the platforms 



to get to 9, onto 10, jump up and 
onto 12, jump onto the A, and fall 
onto the N. Phew! 

Oh yes! Beware of the other 
ihree genies as they can fire in 
fourdircctions. 

THE DESERT 

Fairly easy. Try to stay on the far 

right to avoid arrows, and beware 
[jf the ( >ther flying carpets. 

THE PALACE WALLS 

Run along and climb up the first 



ladder, jump across to get the A 
and jump over the guard. To 
jump the guard j however, you 
must get as close to him as possi- 
ble without falling off the wall, 
Jump across to the big ladder, 
climb all the way up and get the R 
and the A, 

Jump across and down the lad - 
der to get the B Ju m p toward s t tie 
N, jump across to get the J, and 
climb down the ladder to get the 
A, Climb back up the ladder, 





ADVANCING 

TTte remarkable Spectrum arcade-adventure Avaion was criticised by our panel on grounds uf plasty 
the pre-production copy we received was defective. STKVfc TURNER of Htwson Consultants hasp) 
which will allow you to submerge yourself in the game's many intricacies. 



Use of backdoors 



These are the easiest to use i-spe 
cially when you are in Uouble To 
open the door, approach in line 
with the centre or towards the 
handle Retreat or bounce off to 
a flow the door to optm. Keep on 
the same line to pass through the 
door. 

You will find you can always 
avoid closing the door. The door 
frame virtually grabs you and 
pulls you through if you 
approach it slowly, 

You can brush the edge of the 
frame away from the hinge: the 
door frame is, in fact, three char- 
acters long white you are only 
counted as one character wide. It 
is the centre of the wizard that 
triggers things. Therefore, it 
doesn't matter how big the 
wizard is drawn! 



LUc of sidedoors 



fhese are slightly harder to cope 



with until you know the tricks. 
The thing to remember is to avoid 

bumping into a handle - then the 
door won't close (Unless a gob- 
lin reaches the handle first). 

To be safe, approach the door 
with your shadow at the level of 
the front door frame. The door ts 
actually twice as wide as it 
appears to be. 

Another successful technique 
is to come in at an angle, 
although I find this easier with 
keyboard control than with a 
joystick. 

Finally, you can deliberately 
miss the door and keep going to 
the edge of the screen. When you 
hit ihe Wall, keep the joystick 
over but go up as well, and you 
bounce up the wall to the door. 
This method takes longer, though 
il is useful to know if you miss the 
door 

Go through doors really slowly 
- they will pull you through. 
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Tricks 'ji Tactics 



RABIAN NIGHTS 



jump across, down the other lad- 
der, and get lhe N. Beware whan 
climbing up and down ladders, as 
lhe boulders pass over these 
when falling. Also beware of 
arrows and the barrel. 

THE PALACE GARDENS 

Get the first A, jump onto the 
ladder and wait for the arrow to 
go. Go down the ladder and fall 
onto the R. Jump onto platform 1 
and wait until the genie fires. If 
his bullet is heading your way. 
jump up -and wait for his next 
shot. If not, run along and climb 
up the rope ladder. 



Collect the A, move back down 

the rope ladder and climb the 
ladder at the bottom of the tree. 
Get the B, go down the ladder 
and then up the rope ladder. Wait 
at point 2 for an arrow. Jump it 
and then jump acro$$ onto the I. 

Fall down the two platforms, 
down the tedder and climb the 
rope ladder for the A. Go back 
down the rope ladder for the A. 

INSIDE THE PALACE 

Run along, collect the first A and 
go up the ladder, Jump onto 
platform 1 and collect the R. Run 
along and jump up onto the 



platform above the archer (there 
is a letter A by the archer. Ignore 
this -it is a trap!). 

Jump across and climb up the 
ladder. Next, you must jump the 
gap and run across towards the 
cannon, Timing is crucial here. It 
is best to go when the cannon has 
just fired and the barrel has just 
fallen down the gap. 

Jump across, go up the ladder 
and collect an A, Next, go down 
the ladder and retrace your steps 
to the B. Then go back to the 
second ladder, climb it, and fall 
onto the 1, Walk off that platform, 
go up the ladder, run and jump 
along and, finally get the A and N. 
Beware of arrows 
THE FINAL SCREEN 
Exactly the same as screen four, 
except there is a Roc instead of a 
flying carpet. 



BOULDERS ARE DROPPED FROM THE TOWERS 









SAT 



playaUity-but it appears 
i has sppbtd us vtiih tips 




Magic with 
Morot the Wizard 
af Ave Ion 




Release the joystick at; soon as 
you are through. If you don't like 
the look of the room it is simple 
to retreat. Leave doors open for a 
fast exit route, but shut them to 
delay goblins. 



Goblins 



The golden rule is Don't panicr 
They are very slow and a bit 
stupid-. In a large room you can 
dodge them as long as you wans. 
The goblin swordsmen and axe- 
men always head towards you. 
Lead ihem. away from your uxii to 
a corner of the room and you 
have plenty of time to escape. Jf 
they do catch you and close Lhe 
door. DONT PERSIST- retreat, 
lead them away, and try again. In 
a small room, escape in two 
stages: 1, Lead them away from 
the door and open it by running 
past. 2. l-ead them away then 
exit. 

Lose goblins by using tunnels 
or going through two doors 
quickly. It is possible to lead 
goblins and lock them in a room 
if there are two doors close 



together. 



These were never intended as an 
Instant method of escape. Im- 
agine a bumbling old wizard 
trying to find the spell and read it 
out of his huge book - not really 
on! 

Retreat to a large room if you 
must fire a spell when a goblin is 
following. Use spells sparingly 
and only when you really need to. 

If something you want is being 
guarded, fire freeze BEFORE 
entering the room then go in and 
get the object. 

Learn the layout of the game so 
that you don't disturb the goblins 
unnecessarily. Never lead them 
to your ^tari room, Gobi in 
swordsmen are afraid of magic so 
firing any spell makes them 
panic. This is useful if you can't 
find 'move' when being attacked. 

Learn the usefui spells before 
an emergency, Fast scroll to 
approximately where the spell is 
and stop. 'Hi en scroll one spell at 
a time to reach the spell. 




Don't be a 
potty pigeon 

Gremlin's CBM 64 game 
Potty Pigeon brings in some 
tips from William Sargent of 
Richmond, Yorkshire. 



AVOIDING BROWN BIRD 



Keep low over car rooftops - the 
birds only slay at a certain height. 
When returning to the nest, wait 
for the birds to get to your heigh l. 
Then increase speed and fly past 
them. 



OBTAINING TWIGS 



On Lhe later levels, wait for the 
ferret to pass (as you can't kill 
thisj, Wait for a gap in the traffic 
and very, very quickly whizz 
down and back up. 

FAV.ll^JlcldillH-nTT^ 

The chasing sparrow appears 
from level 2 upwards and Is quite 
a nuisance, as it moves down the 
screen as well as across- It also 
follows you and knocks the twigs 
out of your beak. 

All you have to do is constantly 
bomb it as it will rise to the top of 
the screen and this will give you 
time to get safely to the nest. 

Smashing 
the Fortress 

Fortress is one of the meanest 
shool-em-ups around on the 
Beeb, Here arc Rupert Sad- 
ler's tips, 

DJ Go down as soon as you get 
over the wall to try and get the 
first fuel dump, 

Q Keep to the extreme left so 
you can't be hit, only nipping out 
to get the fuel dumps. 

Q Planes: rise and swerve to 
the left, firing all the time and you 
should hit them. Come down 
immediately when it blows. 

D force fields: keep firing, 
Start at about \fy height and rise 

slowly. As soon as your bullets 
pass through the gap. level out 

and you should get through. 

Q The fortress: keep low. firing 
rapidly at the plane and the body- 
guards. Then fire very rapidly, to 
hit it four times before you pass. If 
you miss it, get ready for the next 
one which will appear just to the 
left of the centre, 
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Tricks r n Todies 




Awesome Ancipital action 



Gary Penn of Rerkhamstead was one of the first to get 100% on Ancipital (October 10). He 
sent us a mini-map, a mega-map (unfortunately* too big to print) and tips on each of 
And pilaPs rooms. Here's a select] on of them. 



When you first play the game, get 
used to the control of Ancipital. 

Try to go through every room and 
imp it uut. Once your map starts 
to form, plan yourself a route that 
is convenient for you to acquire 
the keys and goats 'easily'. 

J Icel si's bust to go straight for 
the gnats and keys, rather than to 
attempt every room in sight 
treat it as an adventure. Once you 
have ihe power you can go back 
and finish what you have left, 

DON'T open too many walls, 
because once you have the power 
you can go back and get strength 
when yim like 

DO keep tiring at open' walls, 
as 1 find that it seems to weaken 
walls beyond them. 

DO wait until your strength is 
fairly low (5 or 6 units) before you 
(j pen up extra walls, as you only 
waste the strength they provide. 
FRUITFUL Try to spray your 
bullets around by moving side to 
side very quickly. 'KilP everything 
thai moves, and get those brown 
apples. 
HOT TODDY. You really do 



have lo shoot those bottles one 

helluva lot! 

SHRAPNEL. 1 usually do this 
when I have the power, by simply 
avoiding the boot: but DON'T 
shoot the boot. Avoid the shrap- 
nel given out by the exploding 
walls. 

DANGER* Keep moving! Once 
the diamond forms under you it 
knocks lots of strength off. Keep 
firing al the guitars and jump a 
Sot. That's the best I can offer for 
this room - but it works! 
NO SMOKING. As you enter 
this room, pull up your stick to 
put yyu on the top wall (useful 
thing to do on most screens). 
Fire, walk along, get key, jump lo 
right-hand wall about one quar- 
ter of ihe way down and blast. 
When the time comes, jump 
down, then right. 
WHICH BEAST? The goat. 
Which, after much thought, did 
seem very logical . Once you've 
entered this room walk to near 
top of screen and jump down. 
(This is to avoid hilling anything 
other than the goat). Once at the 



bottom, wait for the other anim- 
als to descend and when the goat 
is above you shoot once. If you 
hit it, sit back and let it do its 
work. 

FU1V1S UP! Nasty, this one! 
Shoot the bleati ng heck out of the 
sheep. Avoid pyramids. Gel on 
opposite wall to the one to be 
opened. Pull up as you enter this 
room. Collect key here. 
7 ... This screen had me foxed fur 
a while, but I sussed it when I saw 
the dot at the top of the screen, 
hit it (with myself), found I rapid- 
ly .lost strength and I pulled away. 
On pressing H J saw the invisible 
camels had left the gate and gone 
(o thedot, 

When the camels have gone, 
jump through the gate and it will 
break the wall you jumped, from. 
1st PHAGORiAN Gel to the left 
wall, aboul two thirds of the way 
down. Go down a bit to get the 
key. then back up to the previous 
position. When the An dpi tat 
above is. away from you, move up 
and shoo l him, 

Have fun! 
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Michael A heme of Glasgow 
gives advice un the Spectrum 
game from Vortex, 

1 Remember that the screen 

wraps around. 

2 The plane moves down a char- 
acter space when it wraps after 
moving from left to right (i.e. 
wraps from ihe right of the screen 

to the left) and up one when it 
wraps after going from right to 
left When it goes vertically, 
though, it stays on the same line. 

This ean be useful for targets on 
Lhe water (where you can't circle 
round to gel them) as you either 
go one space up/down from the 
target with your shadow. 

Wrap in the right direction and 
dive to gel the target and then go 
up again to full height to get your 
bearings right. 

3 Try' to go low level as much as 
possible to get five points per 
pixel of your fuel gauge. If you go 
low level with your wings back 
you will get 7 points for every 
pixel your fuel goes down. 

4 If you get all five targets and 
have more than one lift left, don ! t 
bother landing - just crash. You 
will go back to the runway and 
your lime will go back again and 
you will have three lives again 
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GIFT FROM THE CODS 

The Power of Destiny " 

# Number 1 Blockbuster from the "MEGA team" 
> Spectacular arcade -adventure played in a multitude of ways 

and at many different levels. 
Watch the secrets of the Labyrinth unfold as our Hero, Orestes, tests his skill 

against the power of COD and MAN. 
• Stunning animated graphics take you beyond time . . . 

into the fifth dimension ". 
"INTELLIGENT" controls allow ORESTES to perform an astonishing repertoire 
of feats from the command of joystick or keyboard 
Discover the key to "AGAMEMNON^ puzzle, through the power of 

intrigue and Illusion! 

Ocean Software is available fr«n selected brandies ot WOOiMKMTIH. ft I ISMJ III, 0g& 'JSSS3E1. LASHTS. Rumbelows €&M£T 

Spectrum Slnjp% nnd all good soft ware (Jealers. 1 rade enquiries welcome 
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48K SINCLAIR ZX SPECTRUM 
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BBC MODEL B 1-2 OS 
48K SINCLAIR ZX SPECTRUM 
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48R SINCLAIR ZX SPECTRUM 
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COMMODORE 64 




'tiNiGtTTLORE ", ' UNDERWURLDE ", "SABRE WULE ", and 'STAEE Of hAR^ATH' recommended retail 

price & 9.95 inc VAT. Available from W.H.SMITrL BOOTS, J.ttEPiZtES, WOOl WORTHS dud ail good 

software retail outfets. Also available from ULTIMATE riA\ THt: GAME, The Green, 

Ash by de la Zouch, Leicestershire LE6 5JL3 (P&F are included) Tel; 0550 411485 



48K SINCLAIR IX SPECTRUM 
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"ALIEN 8 recommended retail price 59.95 inc VAT 

Available fiom W.N.5MITHS, BOOTS, J.MENZIES, WOOLWORTHS 

and all good software retail outlets. Also available from 

ULTIMATE PLAV THt GAHE, The Green, Ashby-de la-Zouch, Leicestershire LE6 5JU 

(P6fP included) Tel: 0530 41 1485 
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specting down 
Surbiion way stumbles upon an ancient, 
long Forgotten mineshaft. On further 
exploration, he finds evidence of a lost 
civilisation far superior to our own. which 
used automatons to dig deep into the 
Karth's core la supply the essential raw 
materials for their arh y need Industry . After 
centuries of peace and prosperity, the 
civilisation was torn apart by war, and 
lapsed into a long dark age, abandoning 
their industry and machines, nobody, 
however, thought to tell the mine robots tc 
slop working, and through countless aeons 
they had steadily accumulated a huge 
stockpile of valuable metals and mineral*, 
and niner Willy realises that he now has the 
opportunity to make his fortune by finding 
the undergrou nd store. In order to move to 
the nc-sl chamber, you must collect all the 
Flashing key* in tiie roam while avoiding 
nasties like Poisonous Pansics and Spiders 
and Slime and worst of ail, 1*1 anic Mining 
Robots. When you have all the keys, you can 
Otter the portal which will now 
be flashing,. The game ends 
when you have been got' or 
Fallen heavily three time*. 



The above screens are from the 
BBC version. 
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Liverpool L25 7SF. Telephone: 



d Complex, Allerton Road, Wool ton, 
28 9393 (4 lines). Telex: 627520. 
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Will}'. intrepid explorer and nouveau- 
*m ialile, lias been reaping. I hi: 
benefits of his fortunate discovery tn 
Surhiton. tie has a yacht, a chit-top 
rtwiLsickn, an Italian hacjscKeeper strwf a 
Trench cook, Mid hinidn-ds of new found 
Mends who really know now to enjoy 

letyesal a party. His housekeeper, 
however, lakes a very dim view of all 
•evellery, and firmih aftei a particularly 
ilstemus thrash she puts her foot down, 
wn the East of the louts disappea re down 
! drhe in his Aston Haiti n, all Willy can 
nh dboul is crashing out in his four- 
iter. But Maria won't let him into his 
Jin until all the discarded glasses and 
ttles have been cleared away. Can vuu 
lp Willy out of his dilemma? tie hasn't 
jeered his mansion property yet lit is a 
Urge place and he has been very busy) and 
there are some very strange things going on 
in the further recesses uf the house (I 
wonder what the last owner was doing in his 
laboratory the night he disappeared). You 

■ I I _■ ,_ A H- ' m m 



t»iB probably find some loonies #* fa**" 
have been up on the roof and 1 £ *££"" *w 
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*ould check down the road *|E3>^25 i 

«d on ihe beach if i was you. trSEgfa* * JET SET WILLY is available on Spectrum, Amstrad, CBM, 

Good luck and don't worry, all T| **5£-" "V* MSX 
ytm can lose In this game Is sleep. ***#* ■**»*• 

Send a large stamped addressed 
envelope for more detailed 
information on our new releases, 
plus a free large poster. 



Please tick were applicable 
D AiHSTBAD£B.95 



All sates enquiries to: 

Colin Stokes 

(Sales and Marketing) 

For Mail Order only: 

Software Projects, P.O. Box 12, L25 7AF 

Selected titles available from:— 
John Menzies, tIMV, Boots, Woolwott 
Spectrum and other large depart mer 
stores and all good major software 
retailers. 



Please send me a copy ol 

MAHIC MINER Q SPECT RUM £5.95 

□ SBC □ DRAGON C CBM 64 D 0RIQATM05 D MSI all £7.95 

JET SET WILtY Q SPECTRUM £5.95 □ AMSTRAD £8,95 

Q CBM £7.95 □ MSX £7. 95 

I enclose cheque/PO for 



I 

| ( Please add £1.00 for orders outside 

I 



UK) 



Access Card No. 

Name 

Address 




I 

I For Mall Order only; 

I Software Projects, P.O. Bos 12, L25 7AF 
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Attention all 



l 



I 




KARLS TREASURE HUNT 

Our hero Karl has fallen on 
hard times so when he learns 
that his entry has won 1st 
prize in a quiz competition he 
is naturally delighted. His 
prize is a weekend stay at 
'Wonga Mansion and hidden 
somewhere in the mansions 
40 rooms is a treasure chest. 
Karl has to collect the 40 keys 
to unlock the chest. Can 
Karl's luck be changing for 
the better. 



Available on the Arm trad CPC 464 

Software Super save rs j* a nC w name to watch out for. We'll 
be bringing you quality software at a »upersaver price. 
They'll not re hashes of old games hut totally original 
ideas combining to give you an editing, range of 
new games. 

So whatetei your software tastes are. Software 
Supersavers has the game just right foi you. 



Dealer Enquiries — 
051 4286367 and 
ask for Lesley 

Software Supersavers Ltd,, 
F-O, Box 13 r Liverpool L25 7 AG 



£2.99 



Please send me a copy of 

KARLS TREASURE HUNT 




1 enclose cheque/PO for ........ .„.., 

(Please add £1.00 for orders outside UK) 

Access Card No „,. , , „ 

name , 

Address , 




For IfaJI Order oniyi ........— .-.„„„„,., 

L SoftwareSuperaivers Ltd., F.0. Bo\ 13. Liverpool L25 7AG 



Mirage 




SOFTWARE & 
DISTRIBUTION 



1 Sandy Road 
Top Floor 
Seaforth, Liverpool 
L21 3TN 

Tel: 051-920 9713 



PROGRAMMERS 

WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE 
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN 
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL 
CONCEPT, WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK 
ON NEW MACHINES SUCH AS THE C.B.M, 16 AMSTRAD AND M.S.X. 
WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR 
MIRAGE. WE ARE ALSO OFFERING £'500 PRIZE FOR THE BEST PROGRAMME 
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO 
MARKET WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR 
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE 
MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY 
HAVE. 



PROGRAMS COMING SOON 

THE COUNTS CASTLE 

COMMODORE 64 

£6.95 
CASTLE GREYSKULL 

48K SPECTRUM 

£5.95 



SALES MANAGER 

T.C, SAPHIER 



SOFTWARE MANAGER 
C.A. SAPHIER 



NOTE WE HAVE MOVED TO NEW PREMISES 



Helix prepares for holocaust 



And on the Seventh Turn of the Final 
Conflict, the players stood back, sur- 
veyed the Map, cast their votes, 
and,., decided to take a rest! Apart from 
two minor skirmishes, there were no 
new offensives and no countries 
changed hands 

But don't be deceived! Conflict 
Observers are all agreed on one point - 
that this turn is the lull before the storm, 
The Union has held back and reinforced 
Fargrim, Norland, and Charg These 
three countries between them form the 
Union front-line, and together they 
wield a terrifying 148 armies. 

Yup, there ain't no doubt about it - 
when those Union warlords give the 



CALM 



marching orders there's gonna be hell to 
pay. Jf you can hear a strange drumming 
noise in your ears, its not thunder, it's 
the sound of thousands of Federation 
and Dominion knees knocking together 
in Aberstrof and Vindrish as these two 
powers await the Union onslaught that 
must su reJy follow. .. 

But they're not all trembling in Aber- 
strof- the Dominion has a massive force 
of 56 armies to resist the Union attack. 
Doubtless blood will be spilt in the near 
future, but a lot of it will How from 



THE FINAL 




two abortive attacks on Upland (hastily 
reinforced by Knephet) and J or! on (sup- 
ported by Iskrand and LorilonJ, This 
petulance lost the Commune 20 valu- 
able armies. 

Next month's moves will almost cer- 
tainly be crucial. The lull is over -the 
storm is about to begin ! 

This month's moves 

The following orders were carried out by 
each country, as decided by your votes. 

UNION 

Norland BA, Pugrosh RC, Quithlin RP, 
Tigron RF. Warrish RD. Yinkan RC, 
Charg B A, Dweria RN : Fargrim BA 






THE STORM 



Union veins. Those Dominion armies 
know how to fight! 

Up in the North, the Federation sens- 
ibly built up its reserves in Vindrish. 
Again, this is a country threatened by 
Union expansionism, in the form of an 
attack from Fargrim. With 39 armies to 
Fa rg rim's 44, however, Vindrish is safe 
for the moment. The Federation lives 
on! 

The only signs of impatience this 
month came from the Commune, now 
confined to the West, who carried out 



FEDERATION 

Knephet RU. Upland BA, Vindrish BA, 
Zorg RV 

COMMUNE 

Borgonia RH. Calyria BM, Droom SF, 
timet SF, Forish AJ, HimoniaAU 

DOMINION 

Iskrand RJ. jorlon BA, Lorilon RJ, 
Olgrish BA, Rorglia BA. Aberstrof BA, 
BiNonia RL 
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The Final Conflict 



Move 7 in our nationwide war-game 



WAR- LORDS These Iteroi t people su bm i tted the be 5t votes* The i r wot i nq stre nq th w i 1 1 go up by thfe number of vote 5 i n brae ke I S. 




DOMINION Gordon Weil. Ualfe! 
(30); Ashley Rayner. Broad slant (SO); 



(100): Robert Ctinipton. Ruikinjfr 

' yRaj 
Mark Smith .Birmingham (70); David 



Al-Daiwt, Coventry (70); Matthew 
Fletcher, Chipping Norton (70): Scott 
Young, Glasgow (40y, Eric Burcheli. 
Bastbourne (40); Alan Leask: S. 
Queensferry (40); Paul Oider. Great 
watering (40). 



UN I ON C P Wong. PlvJimmh < 100): 
Coiin Tree, Warden (90); s^iNeti 
HuMierley. Sid mouth (80); Mark Cap- 
rloli. Bournemouth {SO); A)an Pritth- 
ard. Royslon (SO); Duncan Edwards. 
G Varmouih (9ft); D May. Chiswick 
(40); David Ward, Wallsend (40): G M 
(•allinger. Dundee (40); It Brooks, 
Litchfield (40); Joe Mansion, Billericay 
M0) 



How the game works 



On the far-off planet of Helix, four superpowers are at war: 

The Un ion of G u lathic States 

TheRorkion Federation 

The Commune of Mar^rand 

The Lorkonisl Dominion 

Each of the four powers controls a certain number of the planet 
Helix's 32 countries. Their aim is to capture more territory, and any 
power which manages to gain control over more tha.n naif of the 
planet (i.e. 1 7 countries) wins the game, 

PCG readers playing the game are allocated to a superpower 
They must then decide how each of the countries controlled by 
their power should move and vote accordingly. The possible moves 
are; 

BUILD ARMIES 
BUILD MISSILES 
BUILD SHELTERS 
BUILD FACTORIES 
SUPPLY (another country) 
R ElNFGRCE (a ne ighbouring coun try ) 
LAUNCH (missiles} 
ATTACK (using armies} 

After the votes have been counted by the computer the moves 
which received the most votes are acted on. Once ail four powers 1 
moves for each, country have been worked out, the computer uses 
the game & detailed rules to calculate the result. 

Most exciting of all, however^ is the election est the war-lords. 
Each month the computer will nominate those players from each 
superpower who suggested the most effective policies. War Lords. 
will have their names printed in the magazine and. most important- 
ly, will have their voting strengths increased forfuture games. 



WONG GETS IT RIGHT 

This month saw a definite trend towards consolidation rather than 
territorial expansion. A number erf Dominion warlords, however. 
realised the promise of pushing south-east from Aberslrof into Charg 

to pre pa re for a '■ back -door' offensive against ihc Union. 

Gordon West of the Dominion (whose entry arrived with 3 other 
West entries from Nicholas, Mark, and Traeey) walked off with 100 
extra voles for spotting this opportunity and following it up with a 
sensible reallocation of forces Robert Compton received 90 extra 
votes as a reward for similar opportunist expansion. 

Big scorers for the federation included Darren Taylor, who now 
wields 216 votes, and Haydn Judd (156). These two were among the 
eight warlords each receiving 100 extra votes for realising that the 
essentia] priority was to puli out of Zorg. reinforce Vindrish. and 
strengt hen Upland. 

Clive Young was (he only Commune player to walk off with 100 
extra voles, which begot for some inspired strategic thinking, although 
his attack on Upland wasn't such a good idea as ii lurried out. His 
suggestions are perhaps worth studying - he voted Borgonia RH. 
Calyria RB. Droom RC, Llrricl SF, Parish RF (very sensible), Himonia 
U.\ 

C P Wong took this month's Union honours for a truly brilliant plan 
involving compiles supply chains that would almost certainly have 
resulted in the prompt collapse of a neighbouring superpower. In the 
interests of public safety, however, his votes must remain a secret. 

Attention all players... 

Tight printing deadlines and postal delays over the Christmas/ New 

Year period would have necessitated a votes deadline of December 
14th, giving most players only two days in which to vote. 

Since the next round is J ike I y to be a crucial one. we felt that this was 
cutting things too fine. To get round the problem we have decided to 
hold off printing the results of the nest round until our March issue 
(which will be in the shops on February 14(h). 

As a result of this extension, players now have until January 4th to 
get their votes to this office. Please note that the Votes Hotline will 
NOT he in ope tat ion over this period. 

JANUARY 1985 



FEDERATION h | [add, Ipswich 
(100); ]&e Ferrari, Ritsbury Park 
h00); Darren Taylor. S Benfleet (300). 
U-slie Kouarth. Manchester (10Q); 
Mark Huberts. Need ham Market 
(100); Mike Gardner, Theydon Bois 
(100); Jon Fiikius, Kineslon-upon- 
Thame (100); Richard Wright, Birm- 

ingham lUKIj; Mark HupkillS. Red- 

ditch (20);Laureaee Wilson, Newcas- 
tle-upon-Tyne (10); P Legg, Sudbury 
fiO); Ret** White. Uarrcslev (10); 
Michael Knight. Chislehurst (I0)i 
Ralph Dolan. Spalding (10) 



COMMUNE Clivc Young. Luton 
(100); Alan Malliriav. Stoke on-Tret)t 
(90); Adam Hymn:. Canverv Island 
(SO): Martin Clarke. Sunderland (70): 
Michael Bowditch, Yeovil (60); laiv? 
HaJliday, Stoke on Trent (50); 
Donald McGowan, Dundee (40; Roy 
Wannell, London (40); Stefan Lipiec, 
London (40) l P MandeviHe, Bognor 
Regis (40). | Pickering. II ford )40); 
Alec Roberts(jr!, [forking (40); 
Andrew Lonk, Dariford (40)' Can, 1 
bytham, Rugby (40); L Wilts, Ply- 
mouth i40); Seil Kumice, FqrmSy 
(40); Colin Hernandez, London (40) 



• Final Conflict - Haw to vote 

First of all write down the list of countries (IN ALPHABETIC- 
AL ORDER) that your power controls Different superpowers 
control different numbers of countries, so some of you will not 
need to fill in ail the lines in the form, 

Next, enter your voles for each country. Each vote is made up 
of just TWO letters For the Attack. Launch missiles, Reinforce, 
and Supply orders you use the letters, A.L.K, or S followed by 
the first letter of the coun try to be attacked, supplied, etc Soto 
vote Attack Oweria you would write AD The other possible 
voles are Build Armies (RA), Build Missiles (BM), Build 
Factories (BF). and Build Shelters (BS). 



• Final Conflict Voting Form 

Name . .......... , , 

Address ..„,„ ,..,„ 

Membership code 





Country 


Vole 


1. 


1 


2. 


I 


3. 




4. 


JL 


5. 




*. 


1 


7. 


1 


8, 


1 


»' 


1 



i i 

■ Eost this form to Conflict Voting. Personal Computer 
1 Games, 62 Oxford Street London WlA 2HG. All votes 
| must arrive by first post on 4th January earlier if at all 

possible, 

l_. ___l 

I 1 

• Final Conflict Entry Form 

Complete this form and send il to us, You MUST enclose a ' 
stamped, self-addressed envelope We will then send you a rule I 

■ booklet and your exclusive membership code. 

Name, ,.., ,...♦ „,„„„ | 

I Address , „„ , , | 

LiTrrrrrrmrj 

PCG AMIS MI 
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EDUCATIONAL 

PROGRAMS FOR 

THE ELECTRON 




w 



Available through your local bookshop or if you 
experience any difficulty please fill in the 
coupon below. 



ORDER FORM 

To: Gil I Small, Tiptree Book Services Ltd, 
Church Road, Tiptree. 
Co Ichester, Esse x C 5 OS R 

Please send me copy /copies of 

EDUCATIONAL PROGRAMS FOR THE 
ELECTRON by IAN MURRAV at £6.95percopy 

I enclose my cheque/postal order for £ 
(cheques should be made payable to Tiptree 
Book Services Ltd) 



EDUCATIONAL 
PROGRAMS FOR 
THE ELECTRON 

Ian Murray 

Educational Programs for the Electron 
will allow Electron owners to put their 
micros to work, immediately. All the 
programs are fully documented with useful 
tips and provide an insight into 
programming techniques- 

SUBJECTS COVERED INCLUDE: 

History 

Economics 

Art 

English 

Mathematics 

Physics 

Chemistry 

Logic 

Computer Science 

The majority of programs have been built 
around a games format so they are always 
informative but fun to use. 



Illustrated 



208pp 



£6.95 



Please debit my Barclay card Access account 
number (delete as appropriate). 

Account number i 1 1 I 1 i 



Ma me 

Address, 



Signed ,.. 

(Home address please if paying wilh a credit card), 
Phase allow 26 days for delivery. 
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Skidr 
cutting u, 
and reboundin 
barriers. A one or 
racing game featui 
liferent circuits, 
p«, se lee tab 1 
ft and vai 



WATCH OUT 
FOR OUM NEW 

PACKAGING AND 
CATALOGUE 




^ 






*S (BBC version £7,9 
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MICFLG POWER LTD.. 
|NORTHWOOO HOUSE. NORTH STREET, 

LfcEDS LS7 2AA TEL (DWZJ 468000 

SELECTIVE flftAHCHES OF BOOTS. tO-OP 

|W£lvi:i£5 W H. SMITH WODLWOHTHS ANO AU 

aOOD OEfcEBS 

AUTHORS' WE PAY 20% ROYALTIES! 
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Terminal Software Games, 
are available from - 



International 


Retail 


Alpine - New Zealand 


Boots 


Karakaili - Auitrio 


Dixons. 


Ozisoft— Australia 


MakfQ 


Softbyte - Finland 


John Menzies 


S.P.LD. - France 


Smilhs&aflolher 


Tiol — Sweden 


leading retail outlets 




TERMINAL 



Distributors 

Bulldog 
Ceatnesoft 

ESD Electronics 

G.R.I. 

Goncton Howson 

Lightning 



LVL 

Micro Deafer 

R & R Computer Gomes- 

Sdomon & Penes 

Tiger Trader 

Twang 




Terminal Software, Derby House, Derby Street, Bury BL9 ONW, England. Tel. 061-761-4321 
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Imprisoned by the evil warlord 
Nogrob the Terrible, Jack the 
intergalactjc hitchhiker must 
collect fuel pods from the other 
side of the garage to refill the 
waiting starships. With a fast 
diminishing oxygen supply, an 
erratic Turbopak, and a band 
of nasty Space Googjies to 
contend with, Jack certainly has 
problems! 

COMMODORE and ELECIHON CASSETTE PRICE £6-95 

BBC 4ucs*rre price £7.95 
BBC and Commodore diik price £9.<?5 
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MICRO POWIR LTD.. NORTHWQDb H<JU5t? 
NORTH STREET LEEDS LSJ JjtA 

MAIL OH PER TEL 10532 1 U400C 

SELiCIM HHAN-CMiS Q' KJOTS CO-DP 

|M*NZIE5 W H SMifH. ^OOlWORThS AND *ilj 

GOOD DEAItRS 

AUTHQBSI WE PAY 20% fiOYAtTIES' 
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CIRCUS 
CHARLIE 

Charlie has six different circus 
acts to complete in his quest for 
money and paints, as he strives 
to cover the distance across the 
ring in each act. 

Act one: Charlie boards the 
back of a lion and has to jump 
through hoops of fire end over 
burning pots to get to his goal. 

Act two: A monkey infested 
tightrope is next and he has to 
leap over scurrying brown and 
purple apes as he. wobbles along 
the thin wire. 

Act three: Charlie will be get- 
ting giddy by now as he has to 
bounce along trampolines, 
avoiding fire-eaters' flames and 
knife throwers' deadly cutlery 

Act four: You wilt need your 
balance back here as you perch 
on the. top of rolling cylinders 
and jump between them. 

Act five: Back to the animals 
and from the bach of your horse 
you must bounce off springy- 
platforms to land back in yaur 
saddle. 

Act six: The toughest of the 
lot, as you time your swings 
from one trapeze to another us- 
ing the occasional trampoline 
and flying companion to help 
you along. 

You can start at any of the 
acts but they are all pretty dif- 
ficult. If falls into the category of 
'cute' games and is very playable 
despite that- 
Happy bouncing! 




THE DEFINITIVI 

Julian Rignali gives us the low-down or> how to score 

the toughest, arcade 



Tips for beginners 

Ship control is a daunting pros- 
pect for the beginner with up, 
down and reverse under the left 
hard, fire, thrust and smart 
bomb under the right, ond 
hyperspoce in the middle - 
essential for emergencies. 

Pressing fire and thrust simul- 
taneously gives you o reason- 
able speed, whereas holding 
thrust down moves you much 




: 




too fost. You also need to 

practice flying low, where most 
of the action takes place. 

Hyperspacing to another 
area of the planet should be 
used only in coses of imminent 
death since there is only a 50/50 



chance of survival. 

The scanner which provides a 
miniature representation of the 
planet is vital to refer to so that 
you are never surprised by 
aliens hiding off -screen. Each of 
six aliens have different colours 
which con be spatted on the 
scanner, and all of them can 
destroy you. 

Bombers are purple boxes 
travelling in groups laying 
mines across the screen. The 
star-like and seemingly harm- 
less Pods explode when hit into 
lots of little red Swormers. 

These swarms can be spotted 
on the scanner and dodged so 
that you can quickly reverse and 
fallow them, firing rapidly. If 
they get half a screen ahead 
though they will turn around 
and start firing again. Repeat 
until massacred. 

Baiters are fast moving green 
aliens who appear if you've 
spent too long on a wave and 
home in blasting quickly. Thrust 
away and turn, then rake across 
them with bursts of fire moving 
in the opposite diagonal direc- 
tion to them. 

Landers are most important 
since they steal your huma- 
noids, lifting them to the top of 
the screen to form mutants. 




A»feny nftanii m CWi Ltrw* u,bc ailaiMtrf m la ■■ j- 



suffice to iaj, thai Firefox isn l thai much different. However, I did think that 
hies and the computer re much b this movie inspired game. 

>ne of four missis. ifferenl i 1 1 your h'ireJi>\ 

aircraft and through your trip jou must destroy the enemy radar «;igfK-; ;l detection a,nd hit the 

enemy craft to stop them depleting. your fuel. 

ire magnificent and you gel i great feeling of movement, but the shoot em-up 
( h also well catered for with a constant need for fast tiring and quick reach 
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!l DEFENDER TIPS 

big at Defender- one of the origina I, and sti ti one of 
games around. 



These green qnd white mooters 
□re dealt with in the same way 
OS the baiters or by oscillating 
or the top ot the screen, zap- 
pi r-g as they approach, 

Captured humanoids can be 
rescued by shooting the lander, 
If they are bssthqn an inch from 
the ground you can let ihem fall 
to safety. If they are further 
away you will have to catch 
them which will earn you a 500 
point bonus. If you can then 
return the humonoids to earth a 
further 500 points are yours. 

AH aliens and humangids can 
be shot but smart bombs will 
destroy everything on screen 
except humonoids and need to 
be used only when totally out- 
numbered. 

Advanced tips 

Once competent, use the scan- 
ner for locating trouble-spots 
where landers are stealing 
humanoids. This is essential 
Since loss of all your hu monoids 
will make the planet explode 
and the Sanders mutate. This 
leaves you In space with hordes 
Or mutants until you get a new 
planet and humanoids every 
fifth wave. 

In a space wave you should 
thrust right to the pods and 



smart bomb these and the 
accompanying mutants. Thrust 
left to the waiting group of 
mutants and smart bomb them 

□ s well. This leaves only a few 

□ liens and should be repeated 
till you get a new planet. 

When low on humanoids let 
landers pick them up and rescue 
them and carry them as you 
finish off the wave. Beware 
though, baiters will appear ear- 
lier than normal, 

Conserve smart bombs for 
use only on three or mare Pods, 
when you are travel ling slowly 
so that swarmers don't escape, 
or if a lander is Stealing your 
last humanoid and you can't 
reach it. 

Expert tip 

Between 990,000 and 999,975 

points everything you hit earns 
an extra ship and smart bomb. 
Shoot landers, mutants, bom- 
bers ond swarmers but not pods 
as these are worth 1 ,000 each 
and you should wait for baiters 
which ore only worth 200, 
These extra ships will hove to- 
last you after you go 'around 
the clock' until 500,000 so 
every one is vital. 

Good luck with one of the 
all-time great arcade games. 



STAR FORCE 



This is a grand game of the 
mindless zapping variety and I 
loved every minute of jt. 

You have a spaceship which 
C*n move anywhere on the 
screen while the background 
scrolls downwards beneath you. 
On this background up pear 
space islands with ground in- 
stall a lions and alien craft to be 
ronked by your dual firing User, 

If that all sounds familiar 
you're right - but it's all good 



fun. The aliens come in /ones 
identified by Greek knurs at the 
end of which you have I© shoot 
the leltcr a numbeT of times to 
complete the section. 

The aliens are usually obli- 
gingly easy t*> blast and I he fire 
button takes care of both ground 
and air targets. The best policy is 
constant movement and a rapid 
hammer on the fire button, 
hardly taxing, but g real fun. 



RETURN OF THEJEDI 



THE EMPIRE STRIKES BACK 



If they ever finish the nin* port Star Wors adventure on film, it 
looks like there will be a video name named after each one. 
Oddly enough, though, they ore still mixing their usage of 
machines with The Empire Strike* Back being on the Star Wars 
vector graphics machine while Jedi is on a Roster scan machine with 
the more conventions I pin-el graphics, 

Empire has three sections starting with a stage where you have to 
shoot robots and their message capsules that will otherwise alert the 
Empire to the rebels' presence on the planet Hath. If the four part 
transmission is completed you face the two types of Imperial walker 
and you have to blast them through their gunport; or bring Ihem down 
with a tow rope. After this come the tie fighters which swoop and zap 

OWOy qt you , 

This is a good oJd vector graphic 3D hloster and Star Wars fans 
will love it. Return of fhe Jedi \s a new step graphically for the Star 
Wan team but is nothing amazingly special to the rest of gj. It comes 
in three stages, the forest, space and the deathstar. 

The forest has you on a speeder bike scrolling 2«j*«jj7- style up to 
the left while being pursued by Imperial speeders, You can shoot 
them, bump them., nam them into trees Or lead them into the twokV 
rope and log traps. 

This simple scenario is repeated in the second stage where trees are 
replaced by pillars ond the bikes by lie fighters. You deal with them 
by shooting or crashing them. The easiest way to deol with both these 
stages is to decelerate forward, leading the enemy into trdps r or by 
dropping back quickly so ot to blast them from behind- 
All in all Jedi is a triffle disappointing ond Empire merely lakes o 
Successful formula and reuses it. 




I ROBOT 



We're really inio some heavy 
cute characters and subtlety 
brigade get a workout. 
/ Robot features sonic of the most 

amazing computer generated 
graphics you can see in an arcade. 
There are two stages to the game 

the first being a 3D 'colour the 
squares" game and the set ond a 
3D space shoot -'em -up. Rui in 
describe (he game as just that is 
unfair because the 3D is truly 
awesome and is packed with 
computer generated mathematic- 
al shapes, which spin and roll 
amazing paths across the screen. 

You control a little robot who 
trundles around on a spike or 
flies through the air wilh his amis 
stretched out ahead. In the first 
stage you are faced with a sus- 
pended platform network on 
which there are a number of red 
£©CtiohS, Birds fly toward you 
and ahead of you is a strange 
pyramid with a flat lop, on which 
att eye appears and turns red 
occasionally. 

As you jump from one platform 
to another you can he destroyed 
either by colliding with a bird or 
by jumping when the eye is red. 
While filling in squares the game 
helps you by indicating squares 
you can jump to by making them 



zapping this month with the 
taking a rest as the blasting 

Hash. Finally you can jump to the 
pyramid and destroy the eye. 
somersaulting yourself to its once 
exalted position. 

The action can be viewed from 
either a high or low angle, the 
latter gelling you right in amongst 
the scenery but sometimes block- 
ing your robot out. 

A 3D shoot-'ern-up comes next 
and you launch yourself off the 
pyramid into a mass of geometric 
objects which you. have to blast 
your way through. If you survive, 
it's onto a different layout of red 
blocks. 

On each colour-changing stage 
there is a teleporl which you can 
use to lake you to any of the other 
layouts and on one space section 
you have a fantastic rotating head 
which spiis spikes from its 
mouth. 

The graphics are definitely the 
most incredible thing about the 
game - Lhe makers have recog- 
nised this and put in a special 
doodle option so thai you can 
play around with the whole char- 
acter set Nol the mosl addictive 
game I've seen but certainly the 
most pleasing to the eye 
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COMMODORE C-1 6 

AND PLUS 4 

SOFTWARE 

STARTER PACK 
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CLIMB-IT 
HOPPIT 
SHOOT-IT 
MUNCH-IT 



AVAILABLE NOW FROM LEADING 
COMPUTER STORES OR DIRECT FROM 
TYNESOFT FOR £14.95 

INCLUDING POSTAGE & PACKING. 
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COMPUTER SOFTWARE 

ADDISON INDUSTRIAL ESTATE, BLAVDON-ON-TYNE, 
TYNE & WEAR. TEL: (091) 414 4611. 

DEALER ENQUIRIES WELCOME 
OTHER EXCITING TITLES AVAILABLE SOON 
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This is the action which lists the games wt think art worlh olivine, ftp 
carefully opdaled each monlh, both lo add the best nc* release* and lo 
remove game* which have b&ir. overtaken by better products. Eh order 

two, and wiJI be pnntingaltemale halves each month 
Judging from your comments Ihese lins proved extremely helpful to a lot of 

tact is that while many of the games on the market are excellent, others you'll 



get bored within minutes. 

So save yourself a lol of bother and get ihe most out of your money by 
referring to the Good Ruy iists. All of the games here are heartily 
return mended by the i*CG team. You won 'I find any seven-day wonders here 
- **e know whal makes a great game i* real lasting interest, so we only lis! the 
ones Ihal'll keep you at it for hours and hours. 

Finally, if you're new lo computer games, here sre our polled explanations 
of some of the ly pes of game and other itmii nology you Ml find i u these pages. 



• ADVENTURE a (ypc of gtime growing 
■n popularity in which loget ihings io happen you 
have lo actually lype in short instroctmns, instead 
of just pressing, a key to gu Icfi or right. I suallj ihi- 
idea is lo explore a series of locations lo try its 
complete a lask such a finding treasure, Adven- 
tures usually proceed til a slower pace than Accede 
games, and their appeal is to do wiih brain power, 
rdlfur than finder piivi it 

• ARCADE GAME Any (tame where 
you use the keyboard or joy Midi to directly 

conlrol thf mm (.-in eiii of an object ortharatieron 
screen. The last majority of computer gamci are 
arcade games- Uut I fie term is nisi:) sometimes used 
in a more limited sense to mean u game which has 
;i ppenred i n the a m u se me nt a reades. 

• ARCADE-ADVENTURE ah ^c 

ade flame in the sense thai you don'l have in 
ttpe in instructions, bui one in which you have to 
explore difterenl location* to achieve your goal 

ilium pics: Am .\ttii\ fet .Sc' LI ,!/; 

• ANIMATION Movent en I modelled 
on ■' cartoon, in which-, fb* example, chyrni'ttn 
waik moving iheir legs instead of simply being a 
rigid shape which moves round Ihe screen. 

• ASTEROIDS I.arly space gstnc in 
which you destroy asleroids using a highk man 
oeutrakle craft. 



GAMESPEAK 



tipede snakes down ihe scroti and splits up when 
you hi I it. 

• DEFENDER fa*l-muving$pace£amcin 
which your ship battles human -stealing landers 
and many other aliens again si a scrolling, back- 
ground. 

O DONKEY KONG (.limb ladders and 
jump over obstacles as you altempl to rescue the 

damsel From (he nasty ape. 



• FROGGER 

fnifi across busy- 
rivers. 



Game where inu guide ihe 
roads and Cfocodileinfcslcd 



• CENTIPEDE Came 



in which a ctr> 



• GALAXIANS Classic space shoot 
'em-up with descending ahens wheeling and 
sweningasiheyauack, 

• HIGH-RES GRAPHICS Pictures 

df^un using >malL coloured dois. rather than 
larger block*. 

• MISSILE COMMAND An arcade 

game in which you protect y oil r cities, from bonibs 
by laying a protective covering of m issile fire. 

• MULTISCREEN K tiers to Lames in 

which Ihere art: differeiil tasks fnr you lo perform, 
each depicted by a different screen picture. Wank 
Muter in a classic mu Hi -screen game. 



• PAC'MAN I njoyabie maie game - gob- 
ble dots and steer clear of monsters. Eat power 
pills lo get your own back, 

• PENGY \rta(te game in which you slide 
ice- h locks and use an electrified fence I o kill mkiw 
bees. 

• PLATFORM GAME Any game 
which involves leaping around a series of plat- 
forms as in OtHiftrv Kiilgar Manic Miner 

• Q*BERT [n this game you must colour 
the blocks unalD pyramid while avoiding vicious 
Springs and monsters. 

• SCRAMBLE Arcade action in which 
JOtl pilot yiiur ship over mountains and through 
eavcrns avoiding missiles, meteors and uther 
nasi ics. 

• SIMULATION A type of pry gram 
which i ries lo rep resen I some real -life situation 
such as piloting an aircr ah. 

• SPACE PANIC Frantic game in 
which yon ru n around platforms, digging holes for 
ittunslerslo fall inlu 

• STRATEGY GAME Typically, these 
games pul Ihe player in a position such as 
comma nd i ng a n army or ru li ng a country , You are 
presented with maps and statistics which you use 
iomatoe decisions which Ihe program assesses. 
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TITLE 


REOD 


PRICE 


SUPPLIER 


American Football 


48K 


9.99 


A*gus Press 


AHaAltit: 


48K 


5.50 


Ultimate 


Buyyy Bfost 


4BK 


5.95 


Firebird 


Castte etockstar 


48 K 


6.50 


COS 


Chuckle Egg 


48K 


7.90 


A&F 


Combat Lynx 


48K 


8.95 


Dorell 


Dark Star 


48K 


7,50 


Design Design 


Dealhchose 


16K 


6.95 


Micrctmegci 


Fantasia Diomortd 


46K 


7.95 


Hewson Consul tarn s 


Fighter- Pilot 


48K 


7.95 


Digitcil Infegrofion 


Football MQnQger 


48K 


6.95 


Add itr i ve Od mes 


Jst Sj» Wi'ly 


43K 


5.95 


5oftwi>rg Pfcjects 



SPECTRUM GAMES A- J 



COMMENT 

Great simulation of iheSaQntj-crynching gome 

Brillianlond inventive arcade adventure 

Eaciiing mylti-stfjcje 3D shool-'ern-up 

Ttxi-oniy octventurein (he grand tradilionof Colossal Cove 

Fna ntm mo It i - ie^e I game w it-h dea d!y dweks 

Comp lex a nd de rnci nd i ng ga me pi loting hel i taptar dver 3 D battl ef ield 

Compellio-g rnixtyrerjf strategy ond action in deepesi space 

E«ciling3p moior-cydechcise with superb graphics 

E*c£l leni text/g replies cid venture with interactive characters 

IWoryeMoos simulation with^ombot features 

Toke youMeam through ihe leog-je in engrossing simulnnon 

£Mpbre)h^hijge mons.ion in sporkliny arendeocfventuTe 



TITLE 

flou/ctefir>ash 
CliU Monger 



PRICE 


SUPPLIER 


8.9S 


Sta fesott 


7.95 


Neiw Generation 



€OMM0DOH£ 64 GAMES A-P 



COMMENT 

H uge I y add id i vs= gg me co 1 1 ed i ng | e «el s i n. th e rocky vinderwar Id 

C I e ver Ju n n y a nd d 1 f f ic u 1 1 ca rtoon -si yle acti c>n cj s y ou try to fM I [j h of f y ou r e nemy 



JANUARY 1985 



PC GAMES 155 



,_^ 




Good Buy 



1 









Colossa I Aclven tore 9. 90 

Decathlon 9.99 

Forbidden Fa-rest B . 95 

Heroes of Korn 7 . 00 

International Sonet 9,95 

Lazy Jones 7.95 

Potter Poster 6.90 
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TITIE 


REQD 


PRICE 


SUPPLIER 


Soflyo 


16K 


7.95 


An irog 


Chanot Race 


Sid 


6.95 


M ioro- Ant its 


Defender 


Sid 


14,93 


Aiarisoft 


Jet Pat 


ON 


550 


Ultimeile 


Mega Vault 


Sid 


5.50 


lri:;gi'j.' 



Level 9 Traditional rexi -only blockbusting g-dveniure wiihover 200 localions 

Aetivision Exhausting and reahsticafhletics simulation. Heavy on the joyslick 

Audiogenic/Centre-soft Terrific atmosphere os you fight your way through o monster-infesied foresi 

interceptor Slow graphics but worth wailing for in rhjsodvemurewilh interactive characters 

Corn modore Su perb soccer Simula ! ion on cartr idg-e 

Terminal Lots of Id ua hs u n d 1 5 different games ifl this video hotel 

Taskset Very original gnd oddictive game qs, you struggle to getihose pollers up 



VtC 20 GAMES A -M 



COMMENT 

Wulti -level game with Jadders and girders 

T h ri 1 1 i ng r ace-go me set i n oncien I Rome 

Good" and fa i thf u i ver s ion of the a rco cfe cl tsssic 

Use your jes-pow#red man to ovoid the aliens and assemble a rocket 

Good graph icsgnd gomeplayos Fred flees the evil Doctor 



TITLE 


PRICE 


SUPPLIER 


Shgger 


7.95 


Alligato 


Chuckie Egg 


7.90 


A&F 


Colossal Adventure 


9.90 


Levet 9 


Elite 


14,95 


Atom soft 


Fortess 


B.95 


Pace 


Frok< 


B.95 


Aardvork 


Greedy OivrrrF 


9.95 


Goldstar 


Killer Gorilla 


7.95 


Micro Power 


Mineshaft 


5.9$ 


Dyrell 



BBC GAMES A-M 



COMMENT 

Muhi-level plaifarm game with a multitude of objects and obstacles 

A frantic mufti-level gome featuring deadly ducks 

F i rst of a ser i as of text adventu res w i th 200 local i a ns 

Biggest and besi 3D 1 space game ever 

A brr I Ha nt vers ion of th e 3 D Spa ce-ga me Zojr.jrcJr? 

Brillioni graphics in rhiscompulsive platform game 

Excellent ie>d-on1y adventure wiih ad vanced sentence decoding 

ExcellerM Donkey Kong gome with beautiful graphics 

20 scree ns of na sty prob le m s i n class fc platform ga me 



TITLE 


PRICE 


SUP PL IE 


Classic Racing 


7.95 


Salamander 


Colossal Adventure 


9.50 


Level 9 


M.A.R.C. 


6-95 


P5S 


Maih room Monia 


5,50 


Arcadia 



ORIC GAMES A.M 



COMMENT 

Ma nagement s i m u I Q1 i on with grea f a n i mat ion 1 n i he faces 
First of a series of excellent, large text adventures 
Rescue si ro nded sc ient i sis i n or ig i no I space s hool - 'em - u p 
Smooth version of Centipede 



f 



TITLE 


PRICE 


SUPPLIER 


Bock Troch 


6,50 


Inqenrive 


Btee Head 


7.95 


Oregon Data 


CerirtrTSart 


a. oo 


Microdeol 


Ch uckie Fgg 


7.90 


Ai,- 


Danger Ranger 


e.oo 


Micradeal 



TITLE 


PRICE 


SUPPLIER 


Code Name Mat 


9.95 


Amsoft 


Jewels &f Babylon 


6.00 


Interceptor 


Roland in the Coves 


8.95 


Arnsofl 


Roland in Time 


B.95 


Amsoh 



TITLE 


PRICE 


SUPPLIER 


Anionic Adven ture 


17,95 


Konomi 


Hyper Olympic 1 


14,95 


KJonprni 


Hyper Olympic 2 


14.95 


Knnami 



PR AGON GAMES A*D> 



COMMENT 

Excellent 33 maze-game with a bird's eye view 

Q *&ert cl one on recta ng u tar pi I e of block s 

Entertaining and addictive 50 screen p'attorm gome for one or two players 

Addictive mu If i-ievel game with deadly ducks' 

Arcade adventure with Kong-ifyleelemenSs 



AMSTRAD GAMES 



COMMENT 

Excellent convert ion of the 30 space gome 

Test/graphics adventure with 100+ location* set on desert island. 
Help the stranded flea escape from bizarre underground world 
Ten limes zones and 53 loculiuns in thus terrific platform go me 



MSX GAMES 



COMMENT 

Get you r peng u i n th ro^gh th e frozen, scrol ! i ng I andscope avoid i ng sea I s a nd catch i ng fis-h 

Four exhausting events in thFsgreot simulation 

Second day events in Koriomi's firing but excellent sports, gome 
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THE ARCADE WINNERS 



released 

*NCW* 

SIDE-SPLITTING, SODA-SLINGING 
LAUGHS AND SPILLS! 

THE OFFICIAL HOME VERSION OF 

BALLY Mim/ATS ARCADE HIT 

Btlty busting Sods Fountain Fun, including: 

* Mad-capped, soda-starved, ctammofino 

a>wboys, sports tins, punks ant) space 

raUm 

■ Pius a head spinning Soda Bandit Bonus 

Round Awesome color-packed action 

graphics Just try to keep your coot as trot- 

tested, crazy customers Blitz your bat 

iw another cold one. 
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US. Gold is stocked by 

•ig^rj'.W.Ii.'BllJH WILDINGS 
WOOLWOKTH W H SMITH . 

Rumbelows 

and Spectrum Shops 
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COMMODORE 

CASSETTE 




iflTGtex: 337268. 




Send for full coiggr product brochure (encks« a stamp) 

Ailigata Software Ltd.. 1 Orange Street, Sheffield ST 4DW 




Hope you re nol seasick or afraid of the water. Feel 
your knees bend as you roll the comers, your stomach 
churn as you jump the ramp and the terror of hitting 
the oilslicks and minefields. The fuliy controilable 
speeds and superb 30 effects guarantee many 
absorbing hours on the ocean wave 






HERE'S WHAT YOU'VE 

SAID 

"The standard of the programme is far, far better than 
we were expecting" alan daire. 

"Eureka! is superb. It's marvellous to have computer 
software of such high standard from Ian Livingstone" 

CAROLE SKAIFE. 

"It's taken over my life - I only have three hours sleep a 
night. I hated adventure games before this but Eureka! 
is brilliant!" anonymous caller. 

"Congratulations on producing such an entertaining and 
stimulating package" J. goodenough. 

"I would like to thank all involved for making such an 
interesting game, especially the riddles" 

NORMAN SCOTTER. 

" Please , give me a clue to the £25,000" 

CHARLES COOPER, 
(Sorry, Charles) 

"I hate this game. I seem to be missing all my favourite 

TV shows" ADAM BOWLES. (Poor old Adam) 




TELL US WHAT YOU THINK. 
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Trade EntfUtrfes AMIROG SOFTWARE 

10 VICTORIA IND. PARK, VICTORIA 

ROAD. DARTFORD, KENT. 

(0322) 92513/8 

Mail Order; 8 HIGH STREET, HORLEY, 

SURREY 24 HOUR CREDIT SALES 

HORLEY 02934 6083 

Payment by, P.O. - ACCESS - VISA - 50p 

POSTAGE & PACKAGING 
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in the year 2525 A.D., time travel is 
finally perfected Scientists of the 
project send you into the time void 
equipped with an armed, all terrain 
vehicle. Your objective is to assist 
mankind in his various battles : from 
the prehistoric age lo the aftermath of 
the final conflict. Onfy a successful 
mission can assure your return. 
Features include 'Hi-Score table, two 
player option, two skill levels and 
continuous pfay facility. 

Commodore G4 £7.95 



In space no one can hear you scream 




KlVGiTOR 
Sn S»iW*Kl 

PimtlEUlly. 




EXECUTE OFFICER 
Dtnd.lmtfbMhi, 




SCSNC E OFFICER 
S«fHM. Umn knell. Sr iiml 
'JceiiiLTalii IIKq^il 



CAPTAIN 

E««(lfrr L*idr 



ENGINEERING OFFICES 
t DUnlliiyKiMIChU 




3RD OFFICER 
VpiIiu, tirblncm. 




EhaiNEEFWG OFFICER 
Cfnlul. 3i&* icut. 



THE CREW 

Personnel 
files follow - 
yours to 
command — 
well almost... 



SPECTRUM 48K CBM64 




Argus Press 
LSofriiare Group 



Featuring 

the unique 

Personality Control System 



No 1 Gofden Square. London W1 fl 3 AS, Telephone 01 -437 0626 tf| A 



New Releases 



TOM THUMB 






Within the scrolling mazes of the six pyramids lie the 48 keys which will unlock the secrets of the ancient Egyptians 
Each maze can be viewed as a whole to help you plan your strategy and chart your way You need superb timing to 
acquire the keys and fit them in the correct keyholes. The Vic 20 version also has six scrolling mazes and numerous 
perils to be faced as you collect the treasures in order to survive. 
J S. COMMODORE 64 VIC20 16K £5 95 

BATTLE THROUGH TIME 





This non-stop action adventure takes off with World War (I spitfires, jet fighters in Korea and helicopter attacks in 
the Vietnam war. moving on through time to the murderous weapons of World War III. The mutant offensive brings 
about the end of civilisation followed by the dawn of pre-historic times and the vicious pteradacktyls Excellent 
graphics and sound effects bring this seven stage "Battle Through Time" to life. 

JS, COMMODORE 64 £7 95 



ZAGA MISSION 



CATACOMBS 






A diagonally scroll) ng maze lif*s ahnariof von 
There are no enemy f igtiiers ot ground fire to 
destroy you You havr: tora I speed Control of a 
highly manoeuwrnMc: helicopter and it wiit 
hover while you work out your approach 
AhsoJute concentrator! is fisswrmal lo 
complete ten stages of ihfi "Zag.Fi Mission" 

JS COMMODORE 64 £7.95 



A sealed door bars your entry lo an intriguing 
role playing adventure Sequence of 
appropriate words sprigs the doni open lo 
another location. Each location is sh:mvn in 
fiupprh graphics to assasl you inyoui fighi *'•• 
survival Savtv adventure taohiy 



COMMODORE 61 



£7 95 




PC Fuzs has noihing but this Hying 
truncheon lo capture the money being 

I hit ally spirited away by the local mafia 
Jcstleti by punks on pogo sticks and wnhhirv 
h\ well odert patrons of ihp local inns al tbr 
closing time, he- • ■ ■■ ■ |he villains yuiih 
vigour 



COMMODORE 64 



£795 









Trade EnquifHsa: ANIAOG SOFTWARE LTD UNO" TO VICTORIA INO PARK VICTORIA ROAD DARTfORO KENT J03221S2613 B 
Mail OrdBf: 6 HIGH STREET HQHLEY SURREY 24 HOUR CREDIT SALES HORLEV 02934 6083 
Payment by: P.O. - ACCESS VISA EOp POSTAGE! & PACKAGING 
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erican Football 



JVJEmtAN 
OOTBAU 




M»ch«n*. 
4£k Spectrum 

No 
Cotvaonr 

STOW 

ArsN* Press 



corner "Steve Davis Snooker'- 
Apart from his signature qrr trie 
Sr there are no other «£» of 
iterance by Steve J£ J h * m 
doesn't in any way detract Trom 

niece of programming. A feature 

bit - is that you Mn 30 back ancl 
vou'vejust sunk the black when 
S« re aiming for A* ye low 

I iJellent. You N*rt M *£** 
rUr^U, power and spin and the 



Currah speech connected Je 

referee mafces comments mkb 
S & Gentlemen gu* 
Die**" or "foul", plus a few 
others that are totally 

incomprehensible, 



LOGIC 3 



C^S't3Dg,meteatu £g 
SJry smooth, realists graphs. 
Recommended. 

Rating*' 10 

Groptiics- a 
Sound: e 
Colour: 8 



Hating*: 1D 
Crephic*- 8 
Sound: S 

Colour: 7 



OriaJtillUlf : 6 
|nl«r*»t: * 

Qrder code' SOS 



Opigiriatitv: ^ 
Order cede COMLV 



Daley Thompson's 
Decathlon 



Club price: £3,46 

erican Football is a strai&gic 

nation, with fast animated 
rphks. You do not control 
liuidual players but instead the 
iole team rwporws to your 
(mictions ,. v 

I ^e action lakes place «i the 
lit-nich occupy the : top Of the 
jreen. &eneath the pitch is the 
o^oard that gives all the recant 

formation; the quarter being 
ave d- minutes remaining, etc. This 
also where you enter yuuf 
otZZte. rC*n be again* the 
;Qm puter Of another °Pf*™ni- 
* comply game, ^t neverjeless 

ireat fun to plav. supplied ^th ^ tlJ " 
Lidelo American Foolbell and 

:omprehensive instructions- 
Rating*- 1n 

Gf»phic*: J 

Sound: ? 

Colour 6 

Pool 




BfcB^eeBPle»eB»eB»»e»eB»ii^^^~ iC5i , D1 prehaps 

Do vou yearn to drive a ^2gS£&mi and scoring "One 
stand, pint in "^ «HJ2HS K». then you should find an 
hundred and Eighty's ^ ^^TTmbition-if not in reality, then in 
Arrarta' Simulation thstfB fulfil your a ™™;„ _ f lnE best- chosen not 
5S2- «* ^; ^ITWelSSffiK ^e way the athlete 
on, v for their ^curacy but a so ton ^ . s detat hlon r or the 

„** to success or ta^re ^ ^ Point. Features like these 

scurrying around of the «»11 W Qf the autn0 r just as much as 

demonstrate imagination on the pa" u 

programming skills. 




MaeH*n= 

Joystick: 
Kemps ( on 
Sinclyrl 

l.::i:nli'W 

Publl^htfr 

mean 




Beach Head 



OTigindlrllY- 9 

Imereit: ? 

Order *<**■ AMEPO 




M,i,:li f'K 
iX SoeeUunV 

joyiilcfc: 

HO 

CaragorY- 
!;:'■■.., -i; 

Publilfur- 
C;qS Micrii 



Price: C5 95 Club price: E4.4& 

A re glW excellent simulation of the 

I came of Pool using the full sound 

Srcolour gra P hic^ a pabihties of 

the Spectrum to bring the actKin 

arid excitement of the real game 

I nS your home. Use y^ ^,11 and 

l iudoement, and play ute the 
ppfptLionab. 1 or Zplayer game 

' a nd demo mode. The ^ Pool 

i ga me worth considering for your 

16 or 4Sk Spectrum. 

ftBrtlrtflfl: 1| 5 

,, , „ o OriflHiaHt*: 3 

* Q V" s Qrde^d.POOL 

Co-lour, if 

Steve Davis Snooker 

NiBCdine' 
461i Spec i rum 

MinutacturBr: 

CDS 

Wir.iOWiier'lS- 




J. :>■;>'. ' f. 

fjpdonal anrl 
rfoVlinriafcle keva 
Category: 

Simulation 

Publisner 
Acts** 



Priced? .95 Club price' £6.45 

Beach Head is a po^ nl ,. , 
combination of arcade action, 

Emulation and strategy ■ '««J l "£ f 1 
one of ^he most editing WrnoBt 

realistic games currently *« J™ 

for the Spectrum, As Admiral or 

the Fleet you have to decide 

2J2K • M> frontal aw h - 

whether to try a surprise atiacK, 
sending vour fleet down a side 

channel which may be « mmed As 
naval gunman, you face torvstant 
harassment from enemy fighters as 
vou try to establish the range of 

commander, you have to fight your 
way through the enemy hald 

get this game. 

Rjtings: 



Spectrum. Choose Wmjr i tracks 

including Monaco Brands Hatch 
an d Siiverstone and from three 
rars one automatic and 2 with 
SaTgearchange. '-tmnnents 
include soeedo, rev counter and 
K3%fl«. ^ you d"ve aro U ^d 
tne 3D track you can see the nose 
of your car, the wheels and 
°Unng wheel turning, and the 

enioy 3D simulations, you must 
add Chequered Flag to yoi>r 

collection. 

pia.ii.ngfl •' 10 
. ,.„. a Oriojifi*H:y: 9 

s, '^ & - I Order cod*. CHtFL 

Colour. 6 



Combat Lynx 
COWBAT 

IVMY 




rJ a-: '■•■■■ f 
4Hk Spec Hum 
JnyfltLck' 

Cuaoidrv: 

SrHulillirjfl 
Publisher: 
Durrel Soliwsre 

65.95 



Price; £6 90 Club price; CS.8& 



Competing against ^ ^P^ 
you are Daley Thompson, facing 

ten gruelling events „ hrtnB(1 tQ 

On the first day you can choose to 

Compete in the ™^etres>ng 
iump shot-put, high jump amiw 

Ses. The i^ai^SSi 
are the 110 metres hurdles, discus, 
Se vault and the 1500 metres_ 
fte "n'mng event, V~ "J™ 
Daley by either pressing two keys 
KSy, or rapidiv moving the 

iumP The throwing events require 
Ke more skill a nd timing nd a 

cStlitor.ln the pole-vault get 
Se pole as dose to 90 degrees as 

SoVcan and ^**gS£ 

rtiace In the javelm and oiscus 

KupareallyP^ riljUhr0W 
S3 remember to release it on 
Si There is a comprhensivej >n 
Sen score board sho^ng world 

records, qualifying times, etc 
te graphics and animate are 
S3 and Keyboard play^ very 
rpsoonsive. Novel touches, l*e tne 

3E3 5*w -^ d ch m e e P Hng r1 ^ 

long lumps, the crowd cheering 

leaping around, add to tne 
enjoyment of a rjood game. 



K' 




Gnptl'r;*: 1C 

Sound: 10 
Colour 10 



Orioin«li^: 10 

Iniere" 10 

Order t-oi**-: BEftSP 



Chequered Flag 



&S 



Price: E7.95 Club price. CB75 

AfiRi the incredible success of 




Hachifi*: 
jovdicV. 

Nor* 

CamgiUTy: 
Siivulalipfi 
Pubii*r»*' : 

PsiOH'SinCl3»r 




Price: £6.95 Club price: £5.45 



Price: £7 .95 Club price: Efi- 75 

haaps The number of oases 

^ndl on which of the 4 sW! 

Sth'e^iloSat in your lynx 
Amund vour view panel there are 



Rating* 

rjr*pH' ci - 1 
Sound: 7 

Coidur- S 



Dartz 



nt 




Origifuli'V 1 * 

|rU*reBt. * 

Orter todr: DALSr 



Hacr>m». 
juirB,tiot. 

Nu 

Category 

SirTiulanon 

Puftl<*hef 

Ayron^ais 



3« 






,r 



Club price: £4.00 
..7go=d »™i™n of *« 5 
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Make your own 
economy cut this 
Christmas! 

Simply cut out the coupon 
{ and post to: 



Jnyil'lC*'- 

,li cade 
Pdbhiti*' 

(K8S n 




£4.95 



Club pita* **■* 



**J £ ^T P T <^ g *l* 

low ca^ a^ r a ^in and **»* 

long i^P B iU his ***<* 

5 leaping ^° a ' good 9^^- 
I enjoyment ot a 9 
\ Bating ,10 



FREEPOST 

{MEMBERSHIP DEPT.) 
LOGIC 3 

MOUNTBATTEN HOUSE 
VICTORIA STREET 
WINDSOR 
BERKS. 
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r mailable 

E£* as 

fi S* a 1 '"* " 
prunes » 

BSft 



Sounds ? 
Cola"'" ^ 




lB *S^t o^ SP 



HAscftiK"' 



dub ?''«•■ E4 -° D 
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intones Iff"" . 

over £101 rhristmas season 

Christmas ^p* Speech 

prizes* cofvip^teiwith 

mwrfaca 1 . *2Sm add-on 
ultima* SpggJ 1 god da'*" 



3-:^^dch?sbothPc 






person has jo^° h eac h morur. c , ub i S 

is on us io ™ „, nduc ts and 



allowing ^3'- d reca |l^ ira 
po; C WY ^Sfs both poy.erf" 1 - 
featuring an finite vy 

end easy to «»■ , tton carefully 
To enw ** »KBl catalog* 

then W»*3*S * n3 *er* M 



jisTju^ -- ■ prizes W"'" 

durable S?W^ make «"/*■ 
the closing date 



* EDUCATION 

ESS**"""' 

• GAMES 

Spectrum s^fJL 

* PROGRAMME 

LirntmES J 

$effi«S ood< T 



J °- — «--?i . «J *-- PEB YEAR 

. , * YOUR NAWE Mffl £"*gwM WD SEND 



TORM ^TH YOUR EMOrO 



ME MB^SH»P 0|PT rUM CLU6 



f 7 ) 



MOUN 



i"™^ STREET 



«SSS2r 

in puW'sh.ng «*• P ^ 

Tour's policy Ot 

re!,, ?„a'^oth..m.il 
running 1' . winning 
^derbwin"" 5 , ime . 

Birt*»yv *".„,». grow 

a V n rn 9 2 «vSo.n.o« 
c(1 nWin'"9 '"' rt . ttl ,t day 



LOGIC - 

softvi* 

PAHEL 

. > ■ . _.,n nib 



weekends in a sHj 
mnuter soft* a <* 

^orkasai^ 11 ! 

Andrew 60l»-*| 
s pent6v^TS^* 

.nSTigatedCornJ 

■Appfov«d^a 

third partV sofnj 

B| i5S Healer 9| 

School of Ec0 ^ 
translated bus 

[ frenc^, c y rrft ' 
resign of gT9 

1 software. 

Tony Toller. « 
former iou rr 

tjusir* 5sa ?, 
andco-ordlrt 

software*^ 




PERILS OF... 






%ft* 



A ttory of Ngh dram* and dating dHdt from (be innate erf our hero BEAR GEORGE 
can you haa> him aurvivs unbaarabia hazard* In th* form and date cold of 
mountains, and than hv* through hibernation ? 
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COMMODORE 64 

A vailable Now! 

>nly £6-95 



W)W)\ 



\Qnfhc* that* tbwt vtHtn SaHrum «*i wM) 
• Suparto arwnanon and graph** • Joyttn* compart)* (Chaatah RAT., Kampaton. Intariaoaa 1 and 1> 
• Buiti -in aurpna* tar in* raai gkittona amongst youl 

Aviltobtt NOW on tht Sp+ctnjm 48k, price E6.95 PLACE YOUR ORDER NOW! 



Available at good software shops or by 



fh eetahSoft 



chequa/P.O. for £6.95 to> 



K 



wdre not 



t he* -i. ihS( it Ltd 
24 Ray Street. 
London EC1R3DJ 
Tel: 01 8334733 
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AVAILABLE FCfc^ \\ 

48K SPECTRUMV 
BBC & ELECTRON ' 



OH 



titfl 






ttp*f 



Mall Otdei: 



Send cheque or P.O. 
payable to 'ICON' or 
quote yow ciedlt card no. 



Selected Httes available from: John Meiuies, Co-op, 
Hariods, Wildings, Granada and most good 

computei shops. 

Dealeis contact Centresoft Express, 
Tiger, Drakes, PAR. 



liHHBNEH 



i fi# 
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65 HIGH STREET, GGSFORTH, TYNE & WEAK. NE3 4AA 
TEL (091) 2M6966 



1 



A 



I 



. r^vv, 




Up to £20,000 advances payable for programs suitable for 
marketing in the UK , Europe, and the USA. 



C.S.M. (Consolitfciied Softwors MwteHngJ. 

Suite 40. StKind HgiWftGwoi West Rood, Brentford, Wdct* TW8 9EX Tel 01 -560 4191 
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PCG February issue is out January 17th, Only 75p! 



KNIGHT LORE -THE MAP 




World's greatest 
cheapo games 



1984 saw the arrival of low 
prke micro games in thtir 
thousands, Haifa dozen com- 
panies are currently slugging 
it out in the under £3 range, 
Much of what they offer is 
mediocre and some is appall- 



ing, but hidden amongst the 
dross, a few titles stand out as 
crack i ng ba rgai n s. 

Which are they? Nest 
month we reveal the bargain 
basement beauties, 



Sabre Wutf, Underwurlde and now Knight Lore — 
PCG's maps of Ultimate games are becoming quite a 
tradition! Our Knight lore map will allow you to 
concentrate on getting through that castle as effi- 
ciently as possible from any of the different starting 
positions. 

After all, if you're to have any hope of solving the 
game you can't afford to waste time getting lost. 



AMAZING NEW TITLES 



BOULDER DASH - 
THE METI 



In this issue we named Houl 
der Dash on the Commodore 
64 as our favourite game of 
1904, (It's also available in a 
slightly less playabie form on 
the Spectrum } Next month 
we'll be giving a detailed 
series of playing tips on the 



game - including tested tech- 
niques for cracking the more 
difficult screens. 

Also, look out for a great 
competition to track down 
Britain's best Boulder Dash 
players. 



Already our list of reviews for 
February looks very special, 
There's a Spectrum athletics 
simulation which has had our 
reviewersengrossedforhours 
but doesn't involve joystick 
waggling! There's an Amer- 
ican multi-stage, all-action, 
modern-day adventure on the 
'64 with astounding anima- 
tion. And there's a smash hit 
on the Qric based on a de- 
partment store. 



We will also review; 

Backpackers Guide to the 
Universe - can it live up to its 
billing? 

Staff of Karnath - can Ulti- 
mate transfer their magic 
touch to the '647 

Spy v Spy -it breakthrough 
in two -player action? 

All (he answers next 
month from the magazine 
which names the top micro 
games. 




W More tips ort f/ftefrom star -struck Beeb players 

A great Vic 20 chariot rote in the Challenge Chamber 

O The best competitions, gossip, news and playing tips anywhere 
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INTERCEPTOR MIC 

Lindon House, The Green, Tadley. Hants, England 
TEL: 107356J 71145/3711 TELEX: 849101 
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;nepits on joining interceptor 

SQFTWaRE CLUB 



p to dale informal Jon &o qcuj releases, 
rce posters $ other promotional aids. 
peciaJ club member discount . 
4. Help club lor Interceptor adwenlure playei 
penal otters on blank data cassettes 

REE MEMBERSHIP 








Please tick your Computer 
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D COMMODORE 64 
D VIC 20 
□ SPECTRUM 
AMSTRAD 



M S X 




DON'T DELAY! PDSTTOOA^ 
Interceptor Software Linrfon Hcmst, The Gr&an. Tad"ey, Hants. England 



